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Disgaea: Hour of Darkness was the first strategy guide published by 
DoubleJump. It was a bit of a risk to pick a niche title which nobody had 
heard of for our debut, but we loved the Japanese version and knew it 
was a quality title. Luckily, everyone agreed and it sold well in the USA. 
That success set the stage for us to do quides for many more games 
which we had also loved for a long time. 


That was in 2003. Now, five years later, Disgaea continues to be a 
popular franchise and lucky fans of the series have the chance to own 
the game on the DS. Of course we could not resist the opportunity to 
update our Disgaea quide yet again to coincide with the new release 
and add all the new info to it that the DS version brings, creating the 
Disgaea ‘trifecta’ (PS2, PSP and DS). We couldn't be more pleased with 
how the new DS version came out and look forward to wading through 
prinnies up to our earballs yet again. 


We hope you enjoy our efforts and thank you for your support. 


Happy gaming! 


— The DoubleJump Books Staff 


BUTTON OH My 


Throughout the guide, there are various places where we ask you 

to press a specific button. Because we're covering several different 
versions of the game in one book, naturally these buttons won't be the 
same between versions. Instead, we've included what the button does, 
instead of the name. When we ask you to press the “action button”, we 
are referring to the © button on the PS2/PSP, and the A button on the 
DS; when we say “cancel button”, we mean ©) on the PS2/PSP and B on 


the DS; when we say the “menu button”, we mean & on the PS2/PSP 
and X on the DS. 
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2. pay attention to an 
item's residents if you 
want to power it up in 

tbe item worlò. 


be a war profiteer 


The selection of items at the Rosen Queen Co. 


(Netherworid Branch) changes every time you 
visit, so if you don't see the item you want to 
buy, keep revisiting the Depot until you do. 


Multiple items with the same name have 
considerably different statistics due to 

the residents within, so look at them all to 
decide which one you want to buy. You can 
transfer residents from one item to another 
after subduing them in the Item World. You 
may end up buying items simply to take the 
residents from them to move into other items 
(after subduing them). See page 35 for more 


information about the specific residents. 


You can carry up to 16 items into battle in your 
Item Bag, and store up to 256 items in the 
Warehouse. If you fill both your Item Bag and 
the Warehouse, you will be prompted to visit 
the shop to purchase those items which don't 
fit in inventory. If you pass on this chance to 
reclaim your booty, they will be gone forever, 
so beware! 


During battle, you can transfer items to your 
warehouse with the R2 button (on the PSP and 
DS it's the Start button) to make room for new 
items that you anticipate getting in battle. 


If you're a serious pack rat, you may end up 
creating “dummy” characters just to hold all 
your junk! 50 new characters = 200 new item 
slots to hold stuff! 


If you get the Dark Assembly to pass certain 
proposals, the Depot's selection of items will 
change. The five proposals that affect the 
inventory are: More Expensive Stuff, Cheaper 
Stuff, Eyewear Inventory, Belt Inventory, and 
Shoe Inventory. More Expensive Stuff is the 
most important, as it allows access to more 
powerful items. 


The Customer Rank goes up as you purchase 
items; the higher your Customer Rank, the 
higher the Product Rank can be set, up to 

a maximum of 12. The Product Rank can't 
exceed the Customer Rank. If your Customer 
Rank isn't high enough, you won't be able to 
make the More Expensive Stuff proposal. The 
Rank of the best items available for sale will 
increase by roughly 3 levels with every Product 
Rank level increased. As more expensive 
items are added, the cheaper ones become 
unavailable. The highest Rank item you'll be 
able to buy is 38. Higher ranked items must be 
obtained elsewhere. 


There are many items in the game that can't be 
purchased from the Depot. These items’ names 
will glow and they'll have a Rare or Legend 
label on their stats. These, of course, are more 
desirable. They have more “floors” you can 
descend into through the Item World and can 
hold more residents. 


=[ netbherworlò bospital }- 


Regular items have 30 floors, Rare items have 60 floors / 
and Legend items have 100 floors. Items will have a ) 
random number of resident slots, up to 16. To reach i 
this max, you must defeat the Item Kings and Item 
God 2 if he is present. 


The Hospital is where you go to recover lost HP and 
SP; the more HP/SP you need to restore, the higher 
the HL cost. You can choose to heal a single character 
at a time, or if you press the ® button (Y on the DS), you r 
can heal all characters who need healing at once (provided 
you have the Hell to pay for it). 


The twist is that you earn prizes based on the total HP/ 
SP that has been recovered. The more you heal in the 

Hospital, the better the items become that are available 
to claim. What a great bonus for getting treatment! 


You can let items accumulate before claiming 
them, but this won't affect the value of the 
items that accrue. When you decide to finally 
claim the items, you won't be able to pick out 
the ones you want, you'll have to take them 
all at once (not that there's ever any you 
wouldn't want to claim… it's all pretty good 
stuff!). However, you can increase the 
odds of getting rare items or change 
the residents within the items if, 

instead of claiming them, you cancel 
and go to the heal screen again and 
cancel from there. When you return to 
claim the items, the residents will be 
different and they might even change 

to the Rare versions of themselves. 
Eventually you'll get the hang of doing 
this quickly and be able to cycle through 
the screens in no time. 
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If you want to abuse your chances 
of getting the “good ending,” you 
can intentionally kill your allies 

for the prizes that resurrecting _ 
them will get you. This will cost Ee k 

you HL, so it's a trade off. The | Eter Muscie- Enhances your muscles dl 
quickest way to kill allies is to 
throw a humanoid enemy onto 
your base panel. That will kill 
everyone inside. 
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Lifts and Throws can be 
strung together, with a 
character being tossed from 
one character to another. 
Place your characters within 
throwing range of each 
other, pick a character to 
throw and start tossing. To 
extend the range of the one 
being tossed, have the first 
character in the chain stand 


Determine direction and distance 


1. lifting anò throwing next to the base panel, bring 
is great for getting a character out without 
characters places they moving them and toss Een He 
can’t move to. them. When they've been Ì T 
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Deternine direction and distance 


2. lift a powerful en- 3. arrange characters 
3 emy if gou don’t want witbin throwing âis- 
kg them to attach gour tance of each other. fire 
weaker allies. brigade! 
P P The primary purpose of the Lift and Throw 
Mn commands is to quickly move a character to 


4 ef nearly anywhere on a map you want them to 

k be. With the proper lifting techniques, you can 
reach the furthest points on a map in a single 
turn. The most useful things to do are to get 
someone into attack range or past certain 
obstacles, but there are other purposes. 


You can lift an enemy to prevent him from  « 
en doing anything, and you can lift an ally to 


prevent him from being attacked. However, if 
a turn ends and a character is lifting an ally or 9 
enemy, the lifter takes damage from the effort. 4. create a giant “totem 

pole” of characters to get 


There are several different methods for lifting where you’re going. 


s and throwing a character to their destination… 


tossed as far as possible, they will 
still have a move command available 
to get further. The only downside to this 
method is that, if you want to do it all in a single 
turn, you're limited to the range of your farthest 
moving character. Therefore, let's explore 
another method… 


A character can lift a character who's 
lifting someone else, and you can do this 
for as many allies as you can dispatch, 
allowing you to build a “totem pole” of 

all ten allies (and one enemy). It's an 
awesome and hilarious sight to behold. 
Place your characters standing on the 
map side by side, starting at the base panel and 
heading in the direction of your destination. 
When you've got all the characters in place, 
bring the one to be lifted out of the base 
panel but don't move him. Lift him with the 
character in front of the base panel. Lift 
your lifter with the next character in 
line and continue until you have 
a stack of allies ten miles high. 
When everyone's lifted, 
start tossing toward your 
destination. 


Humanoid characters 
are the only ones who 
can use the Lift and 
Throw commands; 
monster characters can't. 


‚ prinnies 4 
on landing 
itbin two 

take ò 


Prinnies explode when 
thrown and will damage anyone within 

two panels of where they land. You can 
use this to set off chain Prinny-exploding 
reactions by lining Prinnies up two spaces 
apart and throwing one close to another. 
(The only exception to the Prinny explosion 
phenomenon is Prinny Land. No Prinnies 
there will pop.) 


You can temporarily lift enemies and Geo 
Symbols to allow your other characters to 
move past, then cancel the lift and go do 
something else instead. 

You can throw diagonally by throwing in ee 
the middle of switching directions. Gotta be 6. temporarily lift 
quick! See the lists on page 218 for allies’ that are in the 4 
throwing ranges. your other a [ 
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No commands have been issued 


1. geo panels add an 
extra element to a 
map tbat really makes 
gou tbink. 
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or throw a Geo Symbol onto an enemy. This 
will eliminate the Geo Symbol immediately 
(and heal the enemy at the same time). If the 
enemy is standing on a colored Geo Panel at 
the time, it will have the same effect as if you 
had attacked and destroyed the Geo Symbol 
atop that panel. It will set off chain reactions in 
the same way. This method even works with 
Invincibility Geo Symbols that you normally 
can't destroy. 


The different Geo Effects may behave 
differently than you would expect, so we'll 
document some of the ones that aren't 
immediately clear. 


2. gou can throw geo 
symbols onto enemies or 
enemies onto symbols. 


Be Throughout the regular maps, you'll run across 
En some maps in which Geo Panels play a big 
FP k iN role. The maps will be designed in a way that 
dk the Geo Panels must be dealt with in order 
to succeed, or some will be set up to let you 
score major bonus points or wipe out big 
chunks of the enemy. 


The game explains the basics of Geo Panels 
pretty well, so we'll get deeper into specific 

on strategies for using them to our advantage and 
let you in on a few things they don't tell you. 


The biggest secret of Geo Symbols is that 

you don't necessarily need to attack them to 
eliminate them. Instead, if you have the means, 
s. you can throw an enemy onto a Geo Symbol, 


3. gou can lift things 
even if you’re standing 
on a no lifting geo panel. 


OEF +50: To @ 
Geo Symbol 


Raises character's DEF. 


4. stat-enbancing geo 
panels work on the 
target, not the one gou’re 
standing on. 


no lifting 
When an enemy (or a Geo Symbol) is resting on a 
Geo Panel with a No Lifting Geo Effect, you won't 
able to lift them. However, if you are standing on a No 
Lifting panel and what you want to lift is not, you can 
still lift it. If you need to move one of these, check 
out the list of special skills which move enemies 
at the end of the Item World section (page 29). 
These skills will work on Geo Symbols, too. 
Be careful not to accidently destroy the 
symbol before you are ready to do so! 


stat +xx% 


If you eliminate an enemy or 
Geo Symbol that is resting on a 
Geo Panel with an effect that 
increases a stat such as EXP, 
ATK or HL, you'll get the 
amount indicated. It must be 
the entity being eliminated 
resting on the Geo Panel, 

not you, that gives you the 
increase. 


clone 
If more than one enemy or ally is SN Gom Sn 
resting on a Geo Panel with a Clone NE zE rl m4 
effect when you end your turn, only Er 
one of them will be cloned, chosen a b, ele, 

„ clone òo 
at random. You can not steal from, character aad 


combine or capture clones. tbere’s a space 


no color change character 


If one of these symbols is present, it can ruin 
your chain. If you want to do a chain with one 
of these in it, make sure it's the first one you 

destroy in the chain. 


Copy Laharl 


There are several reasons to destroy Geo 
Symbols. There are Geo Effects that are good 7 
for you and there are ones that are bad for Clone: To 2 

you. (The ones that are good for the enemy CEL 

are bad for you, of course.) You may find that 4E BEE ind 60 

you want to eliminate the ones that are bad ME EN 
for you and leave the ones that are good for 
you behind. When you do this, make sure you EREN, 
won't set off a chain that either damages your 6. gou can attact S 
allies or eliminates the good Geo Symbols. symbols. ther 
Check which Geo Effects are attached to which stats just like a 


Geo Panels. Enemy 


if \ 
pa id Ki 3 
( | \ me nl 


1. chain reactions damage 
whatever is on the geo 
panels as tbey change. 


EXP +212500 


2. creating long chains 
n boosts tbe bonus meter nice 
anò bigb. bonus! 


If a colored panel has more than one effect on 
ep it, and you eliminate one that will change the 
NE color of the Geo Panel, it will set off a chain 
FP En reaction by destroying the second Geo Symbol 
Mk in the process. 


You may want to set off chains on purpose to 
damage enemies who are out of your attack 
range. If they are standing on a colored Geo 
Panel, they are vulnerable to damage when 
the color changes. If you set up chains, the 

ie damage will accumulate with each color 
change and it may even eliminate them 
completely (as you learned in the tutorial maps 
of the game). 


The last reason to destroy them is for good, 
… healthy greed. Setting off chains boosts the 


\ 


bonus meter considerably. Clearing a map 
of all Geo Panels boosts the bonus meter 
ultimately. You can score big if you manage to 
pull that off. Read on and we'll give you some 
tips for doing this. 


Having a strider in your party will gain you 
their Geo Change skill which will allow you to 
“reshuffle” the Geo Panels and Symbols on 
a map if you don't like the way they currently 
lie. Additionally, if you didn't boost the bonus 
gauge high enough with your chain, you can 
usually use the strider to put a fresh new set 
of Geo Panels on the map to try again (Geo 


3. eliminate all the geo 
panels anò you get 
tbe maximum bonus! 
yay, get bonus! 


„ZRearranges Geo Panels/Symbols (Item Worid/cleared map! 


4. striders bave special 
skills that can change tbe 
layout of tbe geo panels. 


Change only works once per map). EEE, ke 


If you're not ready to destroy a Geo Symbol, ĳ 
you can alternatively lift and throw it onto a 
blank panel. 


You'll find that the Item World is the place you'll 
take advantage of Geo Panels the most. A large 
percentage of the maps within the Item World 
are covered with a random distribution of 

Geo Panels and Geo Symbols. 


Instead of hurting your brain 
trying to figure out which 
color Geo Symbols 

to put on what 

color Geo Panels 

to achieve the 

longest chains, 

we've found an 

easier way. Simply 
gather all the 

different colored 

Geo Symbols and 

place them on a 

single color Geo Panel. 
If there is a color Geo 
Panel that there isn't a color 
Geo Symbol to match, choose 
that Geo Panel to place the 
rest upon so it gets its color changed. 
Eliminate one of the Geo Symbols and it 
will set off a nice long chain reaction. The 
only trick is making sure that any Null Geo 
Symbol gets eliminated last. Place those on 
the outside edge of the map, furthest from the 
Geo Symbol you are eliminating, to be sure it 
gets taken out last. Of course, you've got to 
have the enemies under control to do all this 
geo-management, so make sure they're out of 
range or the last one is a gate keeper who likes 
to stay put. 
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Infliets damage every turn. 


Before setting off the chain, check the bonus 
list. If there are EXP bonuses listed, bring out 
as many characters as you can and find blank 
panels for them. Don't put them on a colored 
panel or they'll take damage when the chain 5 
goes off. When the chain goes and the bonuses 6 NEE b NAS 
are handed out, everyone still alive on the map ‚. Check gour Fé 4: 
will benefit. meter to decide ’ 

to bring out a; 

of allies 
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1. gou can get a list 
of which senators 
exist and will appear 
Òuring proposals. 
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Humanoid: High ATK and SPD. Good with swords 


2. you can select from a 
d wide array of classes to 
create characters from. 


op senator list 


f ne This list is the “pool” of senators who will 

he 7 attend your various proposals. You can view 
their stats, including their disposition towards 
you (whether they're likely to vote “yes” or 
“no”), their level, the number of times they've 
attended a proposal, and how many times 
you've killed them. 


… creating characters 


When you begin a game, you have a pool of 
classes which you may select from to create a 
new ally. As you progress through the game, 
the number of choices you have for character 


classes increases. There are some secret 
conditions which must be met in order to 
create certain classes of character. See the 
Characters section on page 218 for details. 
The basic mechanics of the character creation 
area is pretty well explained in the game, so 
we'll concentrate on more advanced concepts 
and some character-specific information. 


When you first create a character they are very 
weak. It's hardly even worth while to create 
one unless the mentor has more than 100 
Mana to be able to make one who will receive 
some bonus points. 


It's important to build up the new character's 
stats as quickly as possible in order to keep 
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Weapon Mastery 


3. equip a newly created 
character witb some òe- 
cent items. 


4. bave your well 
equipped new characters 
take a few exams. 


up with the rest of your experienced party. You should Bend : 4 
spend a little money and equip them with a good | 
powerful weapon and some good defensive items 


so they can at least survive their few first battles. EE. 


The Promotion Exam area of the Dark Assembly 
is a good place to break in a new character (see 
the section later in this chapter for details). After 
equipping them appropriately, have them take as 
many exams as they can survive, saving your game 
before each exam (so you can reload in case they 
don't make it). 


Once they complete the third exam or so, take 
them through the Item World (see page 26) 

to do some serious level building. Study the 
Item World chapter well and take maximum 
advantage of the techniques within. It's a great 
place for leveling up characters. When the 
character's Mana gets up to around 175, take 
a break from the Item World and transmigrate 
them to the next higher class and restart the 
leveling up process anew. Build up enough 
Mana each time to transmigrate to the next 
highest class until they're as high as they 

can go (it'Il take a while for that). See the 
transmigration heading later in this section. 


Let's discuss some of the character classes. 


martial artists 


These characters are good with fists. Fist skills 
are perfect for moving enemies around when 
you can't do it any other way (because of No 
Lifting Geo Effects, gatekeepers, etc). 


5. visit mt B 
quickly build 
character 


warriors 


Both genders are great with swords but males mtd 
can use axes just as well, while females can en nele 


use spears. 


majin 

This is the ultimate humanoid. They're good at 
everything… Maybe too good. This is a hidden 
class. See page 226. 


ninja 
They're great with fists and can evade nearly every 
attack you throw at them, even healing magic. 


6. transmiigvate éà 
i next bigbest claaë 
samurai soon as a char 
They can do everything a Warrior can‚ but better. able to òo! 
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Steal Ahya's Lips (Hit) 


3. tbieves can score 
rare items you can't get 
anywbere else (anò steal 

stats too!) 
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1. martial artists’ fist 
skills are great for 
moving enemies that 
otherwise can’t be. 
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rune Kknigbts 
Good with swords and magic. They have about 
a 50% chance of adding a magic attack onto a 
regular weapon attack. This is a hidden class. 
See page 228. 


archers 
Good with… guess what. We won't bore you 
any further. 


skulls 


Like the mages, good at magic. 


mages 
Like the skulls, good at magic. 


bealers 
Good at healing and defensive magic. 


striders 


These characters are especially useful in the 
Item World. They have a special skill called 
Geo Change which will randomly re-arrange 
the Geo Panels and Geo Symbols on a map 
(only in the Item World or regular maps which 
you have already completed). This skill can get 
you out of tough maps that might otherwise 
wipe you out. They are also good with guns 
(and the very useful Dark Cannon special skill). 
This is a hidden class. See page 232. 


eòf soldiers 


The Ultimate gun users. Extremely durable to 
physical attacks for a human, but their defense 
against magic is sorely lacking. 


celestial bosts 


Good with both magic and many weapons. 
This is a hidden class. See page 234. 


tbieves 

These characters are specialists who are good 
at their job (stealing) and not much else. Their 
weapon mastery is pretty poor all around. You 
might as well equip them with a long range 
weapon since they're not very good fighters. 


A powerful gun is a good choice. Rogues are— 


excellent tossers, too. This is a hidden class. 
See page 234. 


monsters 


When you eliminate a monster during battle, 
most of them will become available as 
creatable characters in the Dark Assembly. 
Many of these monsters have desirable skills. 
Pay attention to what they do in battle for 
things that you would like to be able to do 
yourself. Make note of them for when you have 
the means to create them. 


deleting characters 


Say you made some bad decisions and you've 
got a “dud” character just taking up space in 
your roster. Eh. Delete ‘em. 


changing names 


Say you made a bad decision and you've got 
a character named “Gfftzbgdbaazigl.” Eh. 
Change it if you want. You can only rename 
characters you've created. You do know it'Il 
auto-name them if you don't give them a name 
when you create them, don’t you? 


promotion exams 


Not only is this the place to go to raise your 
standing with the senators, it's a good place to 
break-in new characters who might otherwise 
get creamed in battle. You can usually get 
through at least the first two exams, unless 
you're creating an inherently weak character 
such as a healer or magic user. Pay the extra 
Hell to buy these characters high quality items 
to equip or give them ones that you have 
already beefed up in the item world. Borrow 
stuff. Temporarily equip the new character 
with the most powerful items from each of 
your other characters. You can give them 
back when you're done leveling up. Keep lots 
of healing foodstuffs in inventory to bail them 
out if they're limping through the promotion 
exams. See page 180 for battle strategies for 
each exam. 


One of the coolest ideas in the game are the 
proposals you can make in the Dark Assembly 
to enhance the game in all sorts of new ways. 


In the name of Laharl, 
The incompetent Ethel 

and hìs/her equipment will be deleted. 
Are you sure? 
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3. if you 
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5. gou can re: 
acters you 
swearworà 


Gimiet will fight 
alone against these | 
examiners. Proceed? Ps 
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=[ tbe dark assembly (continued) J- 


to get a proposal passed, check the current 
Flonne | Warehouse a, 2GalacticStati | Dark Assembly stats. It will list the number of 
participants and your influence with them. Grab 
a calculator (yes, a real one in real life). Divide 
your influence by the number of senators in 
attendance. The higher the result, the better 
chance you have of getting the proposal 


Todd: passed. If you don't like the result you get, 
pr you can quickly change it by hitting the cancel 
button, then the action button to return. The 
stats will change immediately. Calculate the 
1. loan a weak character result again to see if it's more in your favor. It'Il 
goo ö stuff to suruive ka iin la for you to hi a hik for what 
tbeir ficst battles. a high result is for your current rank. 


Once the session begins, check each senator 
to find which is the highest level. These are 


the ones you want on your side the most. 
Banta Ganos:bodst: Jk If you need to persuade them to your side, 
offer them some items and give them only the 
emv ones that they “Must Have!” If they still need 


Cheaper Stufi . j 
more persuasion, offer them items they are 


“Interested” in. Don't bother trying to win over 
those who really dont like (loathe) you. It'll take 
way too may items to win them over. Move on 
to the next highest senator. 


Extorts money from the senators. 


5 e If you're going to try to win a proposal by force, 
2. making proposals L eN you'll want the stats balanced a little differently. 
one of tbe tbings gou’ De RA en in 
| be able to do in the ou want to have the most influence with the 
N least number of senators (less to fight). Use 
en dark assembly. the cancel and action buttons until the stats are 
P Pp where you want them, enter the assembly and 
Rae bribe the highest level senators to avoid having 
4 ee proposals to fight them. Once the fighting begins, you can 
N The three elements that affect your ability be a little sneaky and throw those senators who 
to get proposals passed are your rank, your opposed you right onto a higher level senator 
bribery skills, and your fighting skills. who voted “yea.” 
Your rank is sort of tied to your fighting skills This will combine the two, making one stronger 
5 since you have to fight to raise your rank. You senator who likes you. Do this enough and 
raise your rank by passing exams. See the there will be none left to fight! Be careful not 


en Promotion Exams heading earlier in this section. to let any friendlies get hit by either friendly 

or hostile fire. They'Il change their attitude in 

a hurry! Using this method, you'll have much 
better luck getting things passed. Of course, 
eventually, you'll be able to just whoop anyone 
who needs whoopin’. Become a Tyrant and the 


Your bribery skills will allow you to win over 
senators and convince them to vote in your 
favor. You do it by offering them items. The 
value of the item doesn't matter one bit. Use 

e the cheapest stuff you can use. When you want 


senate will Love you, long time! Now let's look” 


at each proposal in more detail. 


transmigrate 


The basic concept is explained fairly well in 
the game. 


The purpose is to raise your characters’ stats 
by switching to another, higher class. It's 
most effective with characters you created 
yourself. You can also transmigrate the main 
characters such as Laharl, but the effect isn't 
as immediately noticeable since you can't 
change their class. 


You should transmigrate your characters for 
the first time as soon as you are able. If you're 
up to the task, go subdue some Managers 

in the Item World for faster Mana gain and 
transmigrate your character as soon as they 
have around 175 Mana, so that you can afford 
“Average.” After that, keep transmigrating every 
time you can afford “Distinguished” or “Genius.” 


It's best to wait to get serious about 
transmigrating until you're far enough along 

in the game to be able to support newly 
transmigrated characters, since they'll be reset 
back to level 1. 


There may be additional hidden requirements 
that must be met in order to transmigrate to 
certain classes. See page 218 for the poop on 
hidden classes. 


What will you deo? 
Give up 
ME ersuade by dorce 


5. if you can’t win with 
bribery, try to win 
by force. 


Attendees:18/Influence:2778 


Dark Assembly Topic: Hale Nätery- Funds 


Leaning yes 
B Attendance 


1 
1 Senator AndrealpG 
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Attendees:18/Intluence:2778 
Jae: Raise Military Funds 


Dark Assembly 


Must have! 
EN op Protector 


Leaning yes 
Attendance 
BEA 3 Bulletproof Vest 
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-[ tbe òark assembly (continued) J- \ 


Raïse Military Funds 
More Expensive Stuit 


Only Frinníies are allowed on the next map. But. 


1. guess who are the 
only characters who can 
figbt? yay, prinny day! 


Select the proposal to present 


Makes expensive, high-level items available. 


2. more expensive stuff 
d can be passed only a 
limiteò number of times. 


triple exp 


re Once you're good enough to get proposals 


À Ke passed at will, you can gain a lot of experience. 


After getting one passed, go find the biggest, 
baddest mofo you can find. 


It only works on the next enemy you kill, 

so pick the strongest one you can take on. 

ze Combine this with a 300 statistician and an 

he EXP +100% Geo Panel and you'll get a 2400% 
boost in EXP! 


Bonus Gauge Boost increases the bonus 
gauge by two or three levels immediately 
upon entering a map. Affects only the next 
map you choose. 


ee ie ene 
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end 


prinny ay 
If you pass this proposal, you can only battle 
using Prinnies on the next map that you 
choose. The good thing is that the chance 

of getting Rare or Legend items increases. 
Combine this with the Bonus Gauge Boost to 
get some good chit! It'd be handy to have a 
Prinny God or two around after passing this. 


raise military funòs 


If you need a little cash, you could do this. 
However, by the time you're good enough to 
get this passed, you'll probably have more Hell 
than you know what to do with. 


De Eme nnn 
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à EtorGlasses: You can see the stage clearly from far away 4 


3. once you win the 
eyewear proposal, gou’ll 
finally bave access to 
better specs. 


nn me 


genen Me 


Wel Etc-Belt: Wearing it will make you more intimidating 


Wi KOIGLELENGTA 
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4. once you win the belt 
proposal, gou’Il bave 
access to better belts. 


more expensive/cheaper stuff Hij 
The Rank of the best items available for sale will either ais, dje 
increase or decrease by roughly 3 levels with every | 
Product Rank level. As more expensive items are 
added, the cheaper ones become unavailable. 

See page 6. 


stronger enemies 


Once you get to a point that you're not 
gaining enough experience with the 
wimpy enemies, get this passed and 
they'll be worth killing once again. 

This is nice for going back to your 

favorite map to gain experience 
over and over and over. (Yawn.) 


weaker enemies 
Say you went a little 
overboard making enemies 
stronger — fix that here. 


eyewear, td 

belt anò shoe 
inventory eN 

This is a lot like the N 
More Expensive Stuff = nd Ee 
proposal, except it only EEEN EE 
works once and only on Ed Ee 


the items in the title. 


improve 
counterattack 
Affects the character 
making the proposal 
only. Resets with 
transmigration! 


improve 
movement. 
Ditto! Resets with 
transmigration, too! 


extra maps 
Prinny Land, Cave of Ordeal, Human = 
World,Alt Netherworld and The Mysterious ERS val 
Seal Extra sets of Maps. See pages 148-179. 6. access to extra’ k 
is gained tbrc 

passing prop, 


Opens the gate to an alternate Netherworid. 


Chanze of Team Attack 
Thursday 80% 


=[ battle techniques }- 


E hr aggiore 
zj Robinson 
), vd ' Kurtis 
Kurtis 80% W a a Thursday 
GER 
fe si, jn Un 


4 ore 


tw 240 
}: 3207 


Sp aen 
@ el 3: KX 
Select a target 


1. set tbings up for 
your best chance at a 
team attack. 


vele 


ei 


Seda 


Priere 
ml: z000 l 
A: namens ind Eson 
wijs 6 Im 30 lees 60% 


2. everyone who 
participates in a team 
) attack wins if the 
enemy dies. 


Bonur Gauge 


Later in the guide we will give specific 
f EO strategies for victory on each and every map in 
the game. Before that, however, there are a lot 
of things you should keep in mind when batling 
the enemy. These are techniques that will work 
on any map with nearly any character. 


team attacks 


ie Even if there is not enough room to use 

a character to attack an enemy directly, 
sometimes it is a good idea to place the 
character behind a character who is attacking 
to take advantage of the possibility of a team 
attack happening. If it does happen, you can 


even cancel the placement of the secondary 
character after the team attack happens, and 
send them off to attack somewhere else, heal, 
or do anything at all. Of course, do not leave a 
character who is in danger of being eliminated 
in a vulnerable position just for the chance of a 
team attack. 


Even if only one character out of all the attacking 
allies does the damage to the enemy when it is 
eliminated, all the team members receive benefits 
of killing the enemy (they won't all get 100% of 
the EXP... it will be divided evenly among the 
participating attackers). This is an excellent 
strategy for leveling up weak characters. 


3. move a character 
close to a cleric, get 
bealeò, tben cancel to 
go elsewbere. 


bealing 


If you have a character you want to get healed 
by a cleric or other character with healing 
magic, but the healer’s range isn't far enough 
to reach the one in need of healing, here's 
what you do: 


If you haven't executed any commands with 
the character in need, you can move that 
character closer to the healer, execute to get 
healed, then cancel your move to send them 
back to their original position and have them do 
something else instead. 


chain of commanòs 


Don't feel like you need to set up all your attack 
commands at once and then execute. You can 
execute your attacks at any time and if you still 
have characters who have not done anything, 
they can be commanded to do things and you 
can execute again. You can keep commanding 
and executing until you've run out of your 
available allies. Use this to your advantage by 
attacking with a few characters at a time to see 
what kind of damage they do. Then decide if 
you need to bring in more characters to finish 
the job, or if you can send them off to attack 
the next enemy. Putting your characters all into 
position before commanding them to attack 
seems to increase the chances of a team attack 
occurring. Don't worry about taking too many 
turns. If you're in no danger, you can end your 
turn as often as you like to do your stuff with no 
negative effects. 


movement 


If you can move your character onto the base 
panel, he'll go inside it and you can call him 
back out to move again and your range will 

be recentered on the base panel instead of 
your original position. This will only work if you 
haven't performed any actions before the move 
for the current turn. If you have some extra 
shoes in your item bag, you can temporarily 
equip them to gain their movement range, then 
after you're done moving, re-equip your original 
equipment. 


weapon advantages 


Laharl and many later character classes can 
master many different types of weapons. If 
you've got the space, keep several different 
types of weapons in your inventory to switch 
out during battle for different situations. 


Use your special skills. The more you use 
them, the more powerful they become. 
Similarly, the more you use a weapon, the 
faster you will master it. Higher Weapon 
Mastery will add to the stat gains you receive 
from your weapons. 


en8 your 
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1. labarl is a master of 
many weapons, so keep 
lots of different types. 


en 


NEMY TURN 


2. end your turn as 
many times as you like if 
you’re in no anger. 


Hr bpilding. up weak 
Ae charactèr 
á 5 For newly created or newly transmigrated 
characters … take them with you on a trek 
through the Item World. Just having them out 
on the map when the level ends can jack up 
their experience nice and high when you get 
the map bonus at the end of the battle. You 
can check each map’s bonuses when deciding 
2 whether to take advantage of this technique. 


magic 


Magic attack skills will hurt allies as well as 
enemies, so make sure none of your buddies 


are accidentally targeted when you execute. 
You don’t need to worry about accidentally 
targeting yourself, though. The attack won't 
harm the caster of the magic skill. Just like 
weapons, using your spells and staff increases 
the WM and spell Level. 


capturing the enemy 


When you throw a monster onto your base 
panel, a battle will ensue. If you win, you 
capture the monster. If they win, they destroy 
your base panel. You can only capture regular 
monsters, not humanoids or most bosses. 
Even though you can throw humanoids onto 
the base panel, it's futile, because they will 
always win — even the weakest ones. You 
can't use the captured monster unless you 

win the rest of the battle. The beginning of the 
battle is waged with SP. The amount of damage 
the monster does is based on his level. A level 
100 monster will use magic which takes 100 
SP for each attack to attack your allies one at a 
time in random order. How much damage each 
of his attacks does to each character is based 
on your character’s stats versus his (Int vs. 
Res, etc.). When the monster runs out of SP, 
they'll start attacking with their weapon. At the 


{Sword slash that severs the dark of the night 


3. special skills will 
become more powerful 
as gou use them. 


same time, your characters will be attacking 
him. The amount of damage you do to him is 
also based on your level. A level 100 ally will 
do a magic attack using 100 SP to attack the 
enemy. Therefore, it is advantageous to have 
your better magic users inside the base panel 
when you try to capture the monster. 


If he runs out of HP before all your allies run 
out of HP, you win. If he manages to wipe out 
the HP of all your allies inside the base panel, 
he wins and the panel is destroyed, stranding 
whoever'’s outside. So, a good strategy for 
capturing monsters is to work their HP and 

SP down as low as possible before throwing 
them in, and make sure the allies still inside the 
panel are capable of damaging that high a level 
of monster with magic attacks. Use a weaker 
character to toss the monster in, so you can 
leave your stronger characters inside the base 
panel to do battle. 


If a monster destroys your base panel, check 
his stats. How much HP he's missing is how 
much damage you were able to do to him. 

This will give you an idea of how much more 
powerful you need to be to capture them. If it 
isn't missing any HP at all, it may mean that 

it's not the type of enemy you can capture, or 
it's just way too strong for any of your allies to 
even scratch. A good way to see how much it 
took you to capture a monster is to heal your 
whole party in the hospital before attempting 
the capture, then after capturing the enemy, 
check your party's stats again to see how much 
SP and HP is missing from each character. 
That's how much it took to capture the monster. 
You'll notice the SP of the characters who 
attacked the monster will be reduced by a 
number divisible by their level. 


extra gain 


If you are the mentor to a pupil, you will gain 
stats when they gain levels (about 10% of their 
stats will transfer to you). A new pupil must 
surpass the old pupil's level before you will 
begin gaining stats from them. Stats gained 
this way disappear with transmigration. You 
may also learn a pupil's spells by standing next 
to them and casting the spell enough to level 

it up one level. After that it will be permanently 
learned and can survive transmigration. 
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6. take advantage’ 
proposals in the 
assembly as s 

gou CAN 


faster character building, you'll want to keep 
an eye out for residents such as a statistician 
(EXP bonus) and armsmaster (weapon mastery 
bonus). Sometimes you will want to go into an 
item simply to subdue the residents so you can 
move them into other, more powerful items. 
(See page 35 for a list of residents.) 


Save your game before entering the Item 
World. If you don't like the look of the map 
you're on and you're not too far along, don't be 


1. taking advantage of afraid to quit and re-load your game. The levels 
tbe item worlò, you can are random and you may have better luck the 
reach up to level 9999! next time you enter. 
A character with fist skills is a must for making 
it through the Item World to the bottom floor. 
They must have at least a Triple Strike skill 
available to move the gatekeepers who stand, 
unmoving, over the exits. Since you will not 
be able to lift gatekeepers, you've got to 
move them with special skills. You will find 


“nld n î gatekeepers camped out in corners or blocked 


by other enemies or Geo Symbols. In these 
cases, you'll need a character who can get 
them out of corners, such as Hoggmeiser or a 
fist master with a Rising Dragon skill. See the 


Wpn= Monster: Signed by Luciter himseid! 


2. check the residents list of skills which will move enemies (and Geo 
inside each item. look for Symbols) that you can't otherwise move, at the 
statisticians. end of this section. 
SE A The Item World is a great place to level up 
bn new characters, power up your inventory and 
F k EE find awesome items. The maximum level 


a characteir can reach in this game is level 
9999. You start the game at level 1. There are 
enemies who you will not be able to kill in one 
hit, even af: level 9999. That's a lot of craziness. 
Ke The amazing thing is that it's not really boring 
pe to play that: far. Once you become familiar with 
the technigjues for leveling up, you should be TOTAL DAMAGE 1 5 2 
able to get to 9999 in a mere 100 hours of play. 


3. bring a character 


Pick an item you would like to power up (and e e 5 
power your characters up with in the process). witb fist skills to belp 
Check out it's residents. Residents are key to move otherwise 


creating some immensely powerful things. For unmovable enemies. 


Don't worry about defeating every single 
enemy on every floor you visit. You can do 
that at first, but when you start entering more 
powerful items, it's good enough to simply 
make your way to the exit. (You can throw 
allies onto the exit as well as move to it.) 


save your strength for when you're stuck in a 
jam and need to battle your way to the exit or 
when you need to subdue a resident. Check 
the location of the exit with the R button (On 
the DS, hold the Y button, and press R to cycle 
targets. Alternatively, you can scan the NAV 
Grid for its symbol) until you locate the exit and 
go straight to it. If it's out of range, use lifting 
techniques (see page 8) to get there. If there's 
a gatekeeper on the exit, move them with a 
special skill. 


When you enter a floor with a resident present, 
the game will briefly point them out with a 
“Check” marker at the beginning of the map. 
Definitely take the time and effort required 

to subdue (kill) these guys. The boost they 
provide to each item is substantial. 


The Geo Panels with Invincibility are the secret 
to success in the Item World. Each time you 
come to a new floor, check for Invincibility 

Geo Effects. If you don't see them listed in the 
Geo Panel list, check the character list to be 
sure there are none. Sometimes they will be 
present, but not on a Geo Panel. All you have 
to do is send a character to lift and throw it onto 
a Geo Panel. When you do reach a floor with 
Invincibility Geo Effects, you can safely take 
your characters out and place them on one of 
these panels without worry, regardless of the 
strength of the enemies. 


The enemies will most likely target the weak 
characters and gather around them, so use 
them as bait. Whittle the enemies’ HP down 
with your stronger characters, then decide who 
you want to receive the goodies from the kill. 
Try for a Team Attack so that more than one of 
your allies will reap the rewards of defeating an 
enemy who is much stronger than themselves. 
They level up very quickly this way, especially 
if you have done some good resident 
management and have lots of statisticians. 
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=[ tbe item world (cont.) }- 


Gee Symbol 


1. check the map for 
invincibility geo effects. 
these are critical. 


2. gather around trapped 
de enemies and pummel 
them wbile invincible. 


If you safely clear a map of all but the 
gatekeeper or another enemy who is stuck out 
of range, take that opportunity to set off a nice 
long chain reaction for extra bonuses. (See the 
Geo Panel section on page 10.) 


If you have newly created or freshly 

Sk transmigrated characters in your base panel 
and you're about to kill all of the enemies on 
a a map, check the bonus list for experience 
bonuses. If there are any, bring your weak 
characters out of the base panel right before 
killing the last enemy, so they will also receive 
the EXP boost at the end. 


Make sure you have a strider with you who is 
developed enough to have the Geo Change 
skill. This skill can get you out of tough maps 
that might otherwise wipe you out. 


When you reach every tenth floor, you'll find 
a “boss.” They're not the same as the bosses 
in story-mode. They are the Item General, 
King or God, depending on how far down 
you are. If you kill these bosses, it'Il give the 
item a nice boost to the stats over what you'd 
get for just clearing the floors. Additionally, 
you'll get a little bump for each stat-affecting 
resident in the item. It's not a big bump, but 
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3. set off chain reactions 
for extra bonuses. 


EXP +12500 
50000 m 
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ezHach Punch 
gr SO- KX 


4. check the bonus 
list for experience 
bonuses for your 

weaker characters. 


its a per-resident bonus so if you move a 
whole lot of residents into the item before 
killing the boss, it can add up to quite 
a big number. The stat of the resident 


resident, subdued or not. These gains N 

stay with the item even after moving 

the resident out. Do not use a Mr. 

Gency's exit, however. If you use 

one after killing a boss, you'll LE 

lose the bonus you would have pe 

gotten from the boss. You may 

also find that the bosses carry ad 

better stuff to steal if you don't / Á | 

use a mergency exit. 

Re ial skills 
at MOVE 

EnEmMIeEs: 


Character Skill 


Fist skill master Triple Strike | | 


does not matter. It's a fixed amount per \ | 


Fist skill master Tiger Charge 
Fist skill master King of Beasts 
Fist skill master Rising Dragon (works in corners) 
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5. bring a strider to use 
bis geo change skill if 
you’re in a binò. 
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=[ exploiting tbe hospital }- 


Burting for money 


The first opportunity you have to become ridiculously 
overpowered is actually after you've finished the tutorial 
battles at the beginning of the game. Laharl starts off with an 
Imperial equipped. If you unequip that item and then reequip 
it he'll need to be healed at the Hospital to restore his HP 


and SP to max. If you keep doing this, then eventually the 
Hospital will start to reward you with prizes. The amazing 

thing is that the total cost to acquire items at the Hospital 1. "injure” yourself 

is substantially less than the money you get from selling the witbout going into battle 
prizes. It's entirely possible to get all of the rewards from the by reequipping items 
Hospital before the game even begins by continuously using tbat improve bp anò sp. 


the hospital to heal up after reequipping an item. 


In order to get the HP and SP recovery counters at the 
Hospital high enough to reward you with prizes, you need 
to use the earlier prizes given to you. Basically, as you get 
better quality Muscles and Orbs from the Hospital, you can 
then restore more HP and SP which will enable you to get renden 

those new prizes faster. After you get a new prize, sell off nn 

the older ones you're not using to get the money you need ann 
to fund the constant visits to the Hospital. Of course, it must 
be mentioned that you definitely always want to get the Rare e A jn 
versions of the items as prizes because they sell for more gti ap 
money, and give a bigger boost to HP/SP enabling you to get to get better ones. 
things done faster. 


2. tbe money from sell- 


Increasing the Dec (Revival) counter at the Hospital to get 

those rare and useful Symbols requires a bit of work. First 
you need to get a bit of Mana, so that you can create five 

- Good-for-Nothing Skulls or Mages. When you create them, 
use the -5 point penalty on their HP stat to reduce it to 4. 


gps Now revisit the training map and have Laharl, or whoever's oe . 
Ee your strongest character at the time, chuck the Hobbit Dg 
4 Rs into the Base Panel. In all likelihood those characters you a 


created will be killed inside the Base, so when you finish 2 II be 
the stage, go to the hospital and revive them. Repeat this - these guys will 

e very cheap to reuive 
process and add as many new Good-for-Nothing Skulls/Mages compareà to tbe rewarâs 
as you need to speed up the process of getting the Dec ygou’Il get. 
counter up to 300. Also note that you'll receive recovery items 
as well, which can be sold to further your finances. 


zi When all is said and done, you'll have some pretty powerful items on hand and an additional one 
million HL to spend before you've even started the game. If you try your hand at increasing Laharl's 
standing in the Dark Assembly so that he can improve the shop’s inventory, you can buy a powerful 
weapon that will last you for almost the entire game! 


30 HL per Character's Level + 2 HL per 3 HP 
dd 7 
bospital prize table | 
pital prize tabl \ ' 
Item Recovery HP Recover SP Revive Prize Cost Sell Rare 


uscle Hustle 


uscle Spirit 1,000 


Cost 


34 H 
+100 H 
+200 H 


[ 


225 HL 
750 HL 


uscle Fight 
uscle Ace 
uscle Victory 
uscle Dream 


uscle World 


uscle Star 


Common Orb 


2,000 
5,000 
10,000 
40,000 
100,000 
200,000 


+334 H 
+1,000 H 
+1,667 H 

+10,000 H 
+20,000 H 
+33,334 H 

100 H 


Psyche Orb 
Dark Orb 
Blood Orb 
Star Orb 
Moon Orb 
King Orb 
Hoyob 
cnosop | | 
CaterpilerEgg || 


Charred Newt 


oo 
oo 


Rooster Blood 


Snake Kidney 


Sl 
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Bat Soup 


rogswet | | 
rn een 


* Prices indicated are for reviving Lv 1 Skulls/Mages who have 4 HP each. …» ; 
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+300 H 
+500 H 
+1,000 H 
+2,000 H 
+65,000 H 
+10,000 H 
+20,000 H 
+50,000 H 


See Below 
See Below 
See Below 
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160* H 
+320* H 
+800* H 
+960* H 
+1,280* H 
+1,600* H 
+1,920* H 
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2,250 HL 
7500 HL 
22,500 HL 
75,000 HL 
375,000 HL 
1,500,000 HL 
225 HL 

750 HL 


2,250 H 
7,500 H 
22,500 H 
75,000 H 
225,000 H 
750,000 H 
5,000,000 H 
112 H 

225 H 
450 H 
1,125 H 
2,625 H 
5,625 H 
12,000 H 
3,000 H 


10,500 HL 
22,500 HL 
56,250 HL 
131,250 HL 
300,000 HL 
750,000 HL 
2,250,000 HL 
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e-MO robbing a bank! 


The nice thing about capturing monsters is that you get to 
keep all of their equipment. In the case of the monsters on 
stage 9-4, Cross-Point, they're all equipped with various 
orbs. There are 11 monsters here, and each one has two 
Moon Orbs. Nine of them have a Star Orb and the other two 
have a King Orb. Let's do a rough tally of how much all that 
is worth if we sold them all. 


1. boly moley, tbat’s a 


1.) Look at what these monsters are carrying here. lot of jank! 


- Star Orb=15,000 HL x2 

= Moon Orb=50,000 HL x22 

- King Orb=150,000 HL x2 

Total Profit = 1,430,000 HL at the least. 


If you include specialists, these prices could fluctuate 
anywhere from 5%-20% more. If you killed all the monsters 
of this stage you'd only get a paltry 19,041 HL. Capture 
those monsters, strip them of their items, sell their 
equipment off and delete them afterwards instead! 


EERE 


2. bling bling, baby. 
2.) And look at how much they sell for! 


=[ tbe dark assembly — bribing J 


Senators are pretty picky about what they like and don't 
like. The important thing to remember is that they don't 
care how much money something is worth; what they care 
about is its rarity. All Senators are inclined to accept bribes, 
provided the item you're giving them is close to a certain 
Rarity value. You can check this numerical value at the top 
of every item's status window. It can be a number anywhere |K 
from 0 to 255. A Senator will pick one, two, or even three 
different numbers in that range that they like, but most 
importantly once they've picked a number, they'll stay with it 
for the entire game including subsequent cycles. 


1. check tbe rarity value 
numbers at tbe top of tbe 
item’s status box. 


You can use this to your advantage by stocking your item 

bag with items that are all around the same rarity value. A range of items with rarity values that are 
all within 8-16 of each other will be good enough. Now propose to “Raise Military Funds" and check 
around for any Senator that shows that they are at least “Interested” and/or “Must Have!” those 
items. If you dump the whole bag of items on that Senator it'll improve their standing with you to or 
close to maximum. 


After you've 
emptied the bag, 
choose to return to 
the castle instead 

of voting. It's worth 
noting that Senators 
will never be more 
than “Strongly For” 


you during that 2. use tbe "raise military « 
proposal. When you funòs” proposal when all 
see that opinion from you want to do ís bribe. 
them, they're your 


friends for life. 
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=[ tbe dark assembly — overturn. by force J- 


Trying to overturn a vote by force can be suicidal for the 
vast majority of the game. However, when trying to open 
up the extra areas in the game, this becomes more of a 
necessity due to the ridiculous restrictions on getting a 
clear majority to agree with you. Don't despair, as there is 
a way to force the vote in your favor without having to put 
yourself in danger of being slaughtered by a Senator. 


If you focus on trying to bribe a high-level Senator so that 

he votes in your favor, you can use him as a linchpin by 

tossing any lower level 
Senators onto him. 
If you do this, the 
Senators will combine, Á fs 
and the higher-level Senator will. 
absorb the weaker Senator's - —- 
level and thus his votes. That 

„ : higher-level Senator's vote 

in your favor will 

not change, as his 


Cove of Orden IN 


1. if gou get just one 


senator to vote in your level will increase. 
favor, you have a If you throw all 
chance at winning. Senators into that 


one Senator who 

voted in your favor, 
making sure you don't toss one that's higher than him, the 
proposal will pass. 


Be very careful not to disturb the Senator whose vote you 3. don’t let us 
have, or even let any of the other Nay-saying Senators touch disturb tbe send 
him. Otherwise he will change his mind. Nothing sucks more voted al gonr { 
than having a Level 2000+ Senator change his mind, because A 
if you lose the battle, it's Game Over for you. 
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=[ item leveling }- 


ment 


rain those items 
Not all Items are created equal. The N us de 

specialists that inhabit an item can grant | 
stat bonuses to it. Not only that, but they 
can also affect how an item levels up based 
on your actions within that item's world. You 
can effectively play around with the stat 
growth of items by adding one or multiple 
copies of stat-boosting specialists when you 
go through the Item World and defeat the 
bosses on every 10th floor. 
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1. we started witb tbree identical 
items, but tbey all bave varying 
numbers of specialists. 


To determine the distribution of the 
additional stat growth, take note of the 
specialist dots beside each stat's value. The 
more dots there are, the bigger the bonus 
to that stat you'll receive when you defeat 
an Item World boss. After you've defeated 
an Item World boss, the rate at which the 
stat will increase depends upon the original 
amount that was added when that boss was 
defeated. The more bosses you defeat with 
more specialist dots on that stat, the faster 
the stat will grow. You can even do this on 
weapons that normally have a 0 in that stat. 


gShort Sword sgohort Sword sgshort Sword 
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The technique to getting weapons with a 
really high stat is to fill up their population 


> slots with one kind of specialist. Whatever 2. after 10 floors we defeated the 
\ you do, don't combine the specialists. They item general for tbe miôdle and 
> do free up room so you can add more rigbt-banò items. 
EA specialists by adding their powers together, 
…» but you'll lower the weapon's stat growth. 


À hb The power of the specialist doesn't matter, Short Sword xzshort Sword soshort Sword 


just the individual number of them. You 
should always keep a bunch of really low 
powered specialists strictly for the purpose 
of increasing an item's stat growth, and then 
after you've finished leveling up the item, 
En move in the: high-powered specialists that 
you want to combine. 
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3. note tbe òifferences in stats when 
all tbe specialists are remouveê from 
tbe items. 
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=[ specialists 


=[ equipment bonuses |- 


those shoes are nice… 


Whenever you equip an item, you're likely to notice that the 
stats listed on the item don’t always translate directly to the 
stat boosts shown in the character status window. There are 
several factors at play here that can increase the stat boosts E 
items provide. Cen sin 


rarity match bonus: 


1. no, you baven’t 


If you equip items that have the exact same rarity number broken tbe game (yet). 
you'll receive a bonus depending upon how many pieces of tbere’s just some matb 
equipment have that identical number. The bonus you get going pref back- 


is determined by adding up the respective stats between all 
items that match and multiplying it by MEE 
a factor that is also dependent upon ddie 


the number of matching pieces of 2 Matching pieces of Equipment: Multiplier = x0.1 
equipment. 3 Matching pieces of Equipment: Multiplier = x0.2 
4 Matching pieces of Equipment: Multiplier = x0.3 


weapon mastery: 


This only has an effect on humanoids’ weapons: i.e. Fists, Swords, Spears, Bows, Axes, Guns, and 
Staves. Each level of weapon mastery translates into an additional 5% boost to your character's 
stats from the corresponding weapon 


they're about to equip. Weapon Mastery 


level mastery: 
This affects all Accessories and 

Monster Weapons. When a character levels up beyond 100, that character will receive a bonus 
when they equip that item. These 
bonuses accumulate as the character 


. If Level is 5002000: Multiplier = 3 + 0.01 * trunc{Level-500)/5 
As you can see, if you want to get the If Level is 2000-9999: Multiplier = 6 + 0.01 * trunc{Level-2000)/10 


eee 


AVD LO TDA SOVS AND 
a Weapon Mastery of 255 for human 


characters, but you need to equip them with items that have 
the same rarity values. Legendary Items are relatively easy 
to get the Rarity Match bonus, because they have values 
from 0-7, and thus if you spot a legendary item you want on 
a character, there's a reasonably good chance it'll match up 
with what they currently have. 


Level Mastery 


À ag (an 


Also note that in the case of human characters, their Weapon TN 
Mastery bonus and Level Mastery bonus will not always 

be the same. You should then always move specialists that 2. strangely, ygou’Il want 
increase stats onto whichever item is receiving the higher specialists like gladia- 
bonus to get the highest stat boost. Once you go past Level tors on your armor at 
9760 you should stick all your stat boosting specialists on your gevels. 


„accessories and put any others onto your weapon. 
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Ability Bonus 


needed to perform the Transmigration will depend on the ! - dns 


No approval required 


Transmigration Quality 


Good-for-nothing 


ze 


* & 


1 
2 


After the 
Transmigration has 
been completed, all 
Mana will be lost, 
but the levels you 
gained are stored 


ers ; ij Pr … in a counter that 
keeps track of the 
3. transmigrate at bigb 4. this is tbe best stage total number of levels 
levels to get a bigger for gaining levels in tbe you gained with 
stat boost for your next game. use it well. each successive 
tncarnation. Transmigration. 


Those levels you've stored will further add to the number of bonus points you can allocate to your 
status the next time you perform a Transmigration as indicated in the table below. In order to get the 
maximum bonus awarded for storing 186,000 Levels, you need to use maps which award the greatest 
amount of Exp in the shortest amount of time it takes to clear it. The two ideal places to rack up levels 
for Transmigration are Cave of Ordeal 3 and the Demonhall Mirror after you've defeated Adell and 
Rozalin. For the quickest experience gain, you should have a Statistician specialist on your equipment 
with a power of at least 300, and pass all 

twenty “Make Enemies Stronger” proposals. Bonus Points for Levels stored from Previous Transmigrations 


With those conditions, Cave of Ordeals 3 
can yield a great amount of experience until 
you hit about Level 2,000 or so. Later on, the 
Demonhall becomes a much better place to 
gain Exp, and is good for levelling up to around 
8,000, which is the optimal time to start storing 
levels for reaching the 200-point limit. Once 


5 +1 Ss 
you've collected the best weapons in the game PET 0 
and have leveled them up in the item, you 
should start leveling many of your characters 
at the Cave of Ordeal 3 during Etna Mode. 
The monsters there will be at a much higher 
level than normal, and thus award a ridiculous 


amount of experience. 


If you're looking to get a 100% complete Item Collection 

Record, you'll be playing this game for a very long time. A a 
good chunk of the items can be bought from the store, or won ET 
at the Hospital. Finding other rarity versions of those items ii 
requires you to either steal them from enemies in the Item S 
World, or harder still, use the Bonus Gauge. To help ease the 
burden of finding all the various items, here’s a run down of 


where to get them. You might also want to consult the Item 


„Data tables on page 192 to find what you're looking for. 1. getting 100% bere is the 


bardest challenge of all. 
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Items Rarity Where 


Common Buy at the Shop 


All Rank 1-38 Weapons : 
Rare & Legendary | Steal in Item World / Bonus Gauge 


Clear Cave of Ordeal 5 


@ 


God's Hand Common 


Longinus Legendary 


Y 


> 


Lucifer Soul Comes with Priere when she joins. 


All Rank 39 Weapons A 


Legendary 


Steal in ltem World / Bonus Gauge 


Rank 40 Human Weapons Steal from tem God in a corresponding Rank 39 Weapon 


Nyanko Soul Legendary Comes with Marjoly when she joins 


Nemesis Legendary Steal from Rozalin, Zetta, and Tyrant Baal 


Nemesis Mk-Il Legendary Steal from Uber Prinny Baal 


Common Buy at the Shop 


Rank 1-38 Armors , 
Rare & Legendary | Steal in tem World / Bonus Gauge 
EN 


Legendary 


Nirvana Steal in Item World / Bonus Gauge 
Super Robo Suit 
Rank 1-29 Belts 
All Belts Steal in Item World / Bonus Gauge 
Rank 4-10 Shoes Buy at the Shop 


All Shoes up to Rank 39 All Steal in tem World / Bonus Gauge 


Steal from Tyrant Baal 
Common 
A 


Common 


Buy at the Shop 


Defeat an Item God 2 without leaving the ltem World of a Rank 


Hyperdrive Legendary 40 kem 


Rank 2-35 Orbs Common or Rare | Hospital Rewards 
All Orbs All Steal in Item World / Bonus Gauge 
Star Orb All Steal from Enemies in Stage 9-4 
Moon Orb All Steal from Enemies in Stage 9-4 
King Orb A 
Rank 2-23 Glasses Common 
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Steal from Enemies in Stage 9-4 
Buy at the Shop 

All Glasses 

Rank 2-33 Muscles 
All Muscles 


Steal in Item World / Bonus Gauge 
Common or Rare 
A 


Hospital Rewards 


Steal in Item World / Bonus Gauge 


Galactic Muscle Steal from Zetta 


ny 


Horse Wiener, Mahogany's Brain, Steal from Zombie during Etna Episode 3-3 


Hercules Body en 


Gao's Guts, Crowdia's Beauty, Myao's Comes with Marjoly when she joins 


L d 
Cat Ears nil 


Prinny Costume Legendary Steal from Uber Prinny Baal 
Astro Suit 

Rank 5-34 Symbols 
Rank 5-39 Symbols 
Arcadia 

ABC Gum 

Opened Drink 


Rank 1-13 HP Healing Items 


Legendary Steal from Astro Carter at EDF Headquarters 


Common or Rare | Hospital Rewards 


> 


Bonus Gauge Rewards 


Legendary Comes with Priere when she joins. Steal from Zetta 


> 


Use a Mint Gum 


> 


Use an Opened Drink 


Common Buy at the Shop 


All HP Healing Items Bonus Gauge Rewards 


Rank 2-14 SP Healing Items Common Buy at the Shop 


> 


All SP Healing Items Bonus Gauge Rewards 


> 


Dried Worm Bonus Gauge Rewards 
Rank 3-20 HP & SP Healing Items 


All HP & SP Healing Items 


Common or Rare f Hospital Rewards 
A 


Common 


Bonus Gauge Rewards 


Buy at the Shop 
Faerie Dust 


> 


Bonus Gauge Rewards 


> 


Veggie Burger Bonus Gauge Rewards 


Rank 1-20 Stealing Hands 


Common Buy at the Shop 


Rank 1-30 Stealing Hands All Bonus Gauge Rewards 1) 
Reward each time you achieve 10% towards the Item Collection 

Dream Hand Legendary 
Record 

All Bonus Gauge Reward for clearing every 10th floor in an Item World 
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-[ what's new with disgaea òs? }- 


starting off 


For the most part, all the stages from 

the original game, along with all the new 
content from Afternoon of Darness, make 
a triumphant return. 


There are three new additions to the game 
which offer interesting story and gameplay 
changes. We're sure that if you've been a fan of 
the series for some time now, these bonuses will be 
very exciting. 


The new content for Disgaea DS includes: The NAV 

Grid on the top screen and touch screen functionality, 
Pleinair as a playable character, and the Prinny 
Commentaries. 


fiest tbings first 


Before we can get into the new content, 
we should take a moment to review 

the controls. While you can read the 
game manual to figure out what all the 
buttons do, there are a couple of tricks 
worth mentioning. 


Since this is a DS game, touch screen 
controls have been included. These are 
actually useful for shortcutting a few of the 
more complicated battlefield commands; most 
notably, it is far easier to change zoom and rotation levels 
with the stylus than it is with the button commands. 
However, there are still a few things you'll need to use 
buttons for. 


Exact placement of units is more efficient with the 
d-pad and buttons. The third-person view doesn't 
always lend itself well to using a stylus to point to 
unit locations in tight spaces, so you may find it 
easier to use the d-pad. Practice will undoubtedly 
make this easier, but we still prefer the d-pad in 
this case. 


Secondly, it's very hard to achieve diagonal 
throwing with the touch screen. Just for fun, try it 
for yourself on the tutorial map — you can do it 
but it may take a bit of practice. Playing with the 
stylus can be lots of fun, but for difficult tactical 
maneuvers, the d-pad may be your best bet. 


-[ getting to know the nav grià }- 


The NAV Grid appears on the top screen” 
during battles, and it has a lot of useful 
information. Normally, the top screen is used 
for extra information about whatever you're _ 
viewing, to keep the screens uncluttered when 
browsing through menus and such. However, - 
when you get down to fighting, it becomes a 
great tactical tool. 


The first cool thing the NAV Grid does is show 
you the battlefield in a top-down grid, with 
enemies, allies, the base panel, geo panels, 
and impassable squares all clearly labeled. 


Allies are blue-green, while enemies are 

red; likewise, the geo panels and base panel 
share the same colors as the 3D map, with 
impassable squares marked with a darker 
shade than usual. Once a character has 
exhausted his turn, his marker will also turn a 
darker color. 


KE the: fav, 


' 5 fa 
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The NAV Grid will also reflect the area your 
skills affect, as well as panels required for skill 
activation. While it won't show you how far up 
or down something is, it can be a much easier 
way of determining whether something will 

| block spaces required for skill use. If the terrain 

\ gets in the way of your camera, the NAV Grid 
can help! 


The last thing you can do with the NAV Grid 
is overview the stats of an idle 
character. This is especially 
helpful the moment you pick 
someone up off the base 


Dit f is much 
rt the grid. 


2. skill placen ê 
easier to see 
4 


panel, just in case you forget er 
exactly which stats your 
character has. It's a little faster 
= ES 
than going to the Status menu 
option, at least. 
omm 
The NAV Grid is an extremely 
useful new tool, which will prove 
vital in complicated stages with km 
complex camera angles, such as 
the Item World. While you certainly == 


don't need to use it, it often 
makes tactical decisions easier. 
For instance, it can be difficult 
to count squares on the regular 
3D map, but with the focused 


3. characters turn a àarker 
top-down grid, it's easy. color when their turn is over. 
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-[ pleinair appears! }- 


and she's playable! 
At last, Pleinair is finally a playable character! 


For those of you who are unfamiliar with her, Pleinair 
is the mascot for one of Disgaea's artists, Takehito 
Harada and, by association, the Disgaea series 
itself. Pleinair makes an appearance in many titles, 
but in this game she normally works at the Dark 
Assembly, providing characters with an audience 
with the senators and generally ensuring that things 
run smoothly. She doesn't usually say much, and 
this led fans to speculate whether or not she actually 
could (or would) speak. Her distinctive appearance 
and cute features have won her a lot of adoration 
from the community, however, which is probably 
why she wins a lot of votes in “vote for the cameo 
character you would like to see next” competitions. 
She is easily recognizable by her white outfit and 
blue hair, and she's often seen with a stuffed rabbit 
plush — the very rabbit which appears in her unique 
character skill, the “Dropping Usagi.” 


1. gou’ll need to make 
sure the ôa is available. 


Unlocking Pleinair is actually an easy task; all you 
need is a New Game + save. You can get one of 
these by achieving any ending — and we really do 
mean any ending. The quickest way to a New Game 
+ save is to lose the fight with Mid-Boss in Episode 1 
of the main game. 


Once you've started your New Game + save, you'll 2. bmm, tbis option is a 
have to unlock the Dark Assembly. As Laharl, this is little suspicious… 

as simple as clearing the tutorial map — it takes as 
little as 30 seconds if you skip all the dialogue and 
tutorials and cut straight to the practice map. In Etna 
Mode, you'll have to clear the first stage before you 
can access the Dark Assembly (note that using the 
cheat code to start Etna Mode doesn't count as a 
New Game +). 


After you have unlocked the Dark Assembly, walk 
over to Pleinair and have a chat with her. You will 
notice that in addition to the regular options, there's 
also a giant blank slot on the menu. Simply select 
that option, and Pleinair will join your party, albeit 
with a little hesitation. She brings along a gun and 


an Imperial Seal as well, which certainly doesn't 5. now you have your 
hurt any. very own mascot! 


Pleinair can be used like any other character, but there "S 
are a few things you can do to get the most out of her. 
You will notice that she has a surprisingly high base 
SPD and HIT, and fairly high aptitudes for those stats 

as well. Giving her a Gun weapon is almost a necessity, - 
since she will be able to capitalize on the massive _ 
HIT bonus she will receive. Because of her high SPD, - 
she'll also be very difficult to hit, which makes up for 
her rather poor DEF stat. Pleinair can often dodge 
attacks from enemies that even have massive levels of 
experience over her, just because of her amazing SPD. 
With a Gun weapon and some powerful Glasses or 
Shoes, Pleinair is quite a destructive force. _ 


=[ transm-wba? }- 


If you came here from the Lists 

& Charts section (PG. 223 for 

Plenair!), you may have noticed 

that Pleinair has a rather unique 
transmigration cost. While her 

base stat indicates that she only 

costs 10 mana per quality level 

— like any other secret character 

— you end up paying a different 

ĳ amount. The actual cost to 

Another advantage to equipping Pleinair with a Gun _ transmigrate Pleinair is 30*X+2700, 
weapon is her unique skill, Dropping Usagi. This skill where X is the quality level — in a 
is an ATK skill, which means it uses her ATK stat 8 effect, youpay 30 manaperquality 
when calculating damage. However, when equipped \ d level, plus a flat 2700 mana, in 

with a Gun weapon, Pleinair instead uses her HIT Eelder RAG EO EDE 

to calculate damage, and this includes the Dropping - - it costs to select the Transmigrate 

Usagi. Pleinair has a much higher base HIT than she Kel FIE Ge ei AAD 

does ATK, with an extra 20% aptitude as well. If you 
really want to get the most out of this skill, you'll want 
her to use a Gun weapon. 


a 


=[ prinny talk }- 


The last unlockable item is the Prinny Commentaries. 
While it doesn't give you any sort of in-game 
advantage, it is possibly the coolest thing ever. 


You can unlock the Prinny Commentaries by 
completing the game with any ending; the quickest 
way is to lose the fight with Mid-Boss in Episode 1 of 
the main game. After that, the Prinny Commentaries 
will be turned on by default, although you can change 
this at any time by going to the Settings menu. You 
should note that the Prinny Commentaries will only 
be unlocked in a cleared save, so if you try to turn on 
Prinny Commentaries in a save that doesn't have the 
New Game + option, you won't be able to. 


turn the prinny 
commentaries on/off in the —_f 
settings menu. tbe prinny 
bangs out on the top screen, 


The Prinny Commentaries are essentially an addition so Keep an eye on it. he > 
to the regular story, where a Prinny will appear on shows up everywhere, even 
the top screen to talk about what is happening in the Òuring the tutorial! == 


game. He has many really funny and insightful things 

to say, which makes even the Tutorial stage worth 

repeating. The Prinny will only appear in story scenes; dialogues between characters and cut-scenes 

— anywhere that story events happen, which means he won't show up in the middle-of battles, or é 
when you're buying items at the shop. Keep your eyes peeled for him on the top screen, and enjoy! 
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=[ starting multiplayer }- 


wert to begin 


After you've completed the first series of tutorial maps, go to 
Laharl’s room — the place where Etna woke him up — to find 
a Prinny in a maid outfit. When you search the telephone- 


like device standing next to the Prinny, you'll be able enter 1. check that device next 
to tbe prinny to enter tbe 


multiplayer mode. 


Disgaea’s Multiplayer mode. 


=[ item trading }- 


A valuable asset in 
Disgaea is the ability 
to trade your items 


to someone else. 

You simply pick up 

to 16 items from 

your Warehouse 

and place them in 

your Shopping Bag. 1. trading items is a 2. remember tbat 
Once you're finished great way to co-operate gou can’t offer rank 
picking out the items, on mastering tbe game. ji eef De eN é 
the other player can ö aboonian han. 


then buy those items from you for half price. The only items 
you can't place in the Shopping Bags are those that are Rank 40 or higher. 


There are quite a number of useful applications to trading items in Disgaea, not the least of which is 
completing both your item collection records. You can arrange an Item World meeting, where you can 
trade items to a friend and they can help you level up your equipment. 


Another option is to simply use the items as medium to sell Specialists for your friend to use. Since 
money in Disgaea’s late game is ridiculously plentiful, the cost of the really powerful items to trade 
back and forth won't be much of an issue. 


=[ multiplayer battle - bost rule spagestjonsì- Dn 


Multiplayer battles in Disgaea can be a bit of a free-for-all, since it allows players to bring any 
equipment, leveled up or not, into the battle. Avoid a one-sided match-up by transferring save files 
between PSPs, so that both players have access to the same equipment and characters. If you're 
playing on the DS, however, you have no such balancing option. In this case, another way to balance 
things out ís to institute a mutual restriction that only items bought from the shop may be used and 
that they cannot be leveled up. 


When you start a fight you'll notice that you'll only be able to customize a few rules for the battle. 
These rules unlock over time as more battles are fought. If you want to unlock these rules quickly, then 
customizing the character limit to 1 for “deathmatch” type affairs will ensure those customizations get 
unlocked as fast as possible. 


Pl 


Once all the rules have been unlocked you'll have access - 
to a couple multiplayer-only quirks. The first of these is the 


and Tyrant Spirits. These work by throwing them onto 


you would by fusing enemies together in the single-player 
game, while Tyrant Spirits will instantly kill a character. 


If you turn the Geo Cube rule on, then items called Soul Pods 
will appear on the map. You use these by throwing them into 
your Base Panel to increase your Geo Soul count. Since 
multiplayer maps are so small for the eight characters you 
can bring out of your Base Panel, and the host player always 
gets first crack at the map, it's a good idea to agree to not use 
Tower-throwing for multiplayer maps. This is a great way to 
keep the battles exciting without being unfair. A Tower-throw 
is defined as picking up two or more characters in order to 
throw successively from point to point around the map. 


The only instance where you might want to negate the no 
Tower-throwing agreement is when you turn on the Fog of 
War for a fight. During a Fog of War fight you cannot cancel 
your move once you've made it, and you also can't attack an 
opponent that you've discovered. In Fog of War fights, Tower- 
throwing becomes a valuable tool to try and track down your 
opponent because you cannot throw anything into the unseen 
areas of the map. The Fog of War also allows you to find 
items your opponent can't see, and since throwing ranges are 
restricted by the Fog of War, using Tower-throws in order to 
retrieve them becomes a strategic necessity. 


One battle rule that the host should leave off under normal 
circumstances is the Neutral Force rule. If this rule is turned 
on then the map will be populated by neutral enemies whose 
levels are three times higher than the highest 
level character that either player 
has entered into the fight. 
Unless both players 
have access 
to powered-up 
equipment, fending 
off these monsters by 
cooperative means 
can be quite hard to 
do without losing the 
fight in the process. 
The host should only 
turn thís rule on if 
both players are strong 
enough to deal with enemies 
that are three times stronger than 
the host’s highest level character, or 
if the Demon Gadgets rule is turned on. 


introductions of Demon Gadgets in the form of Level Spheres) 


characters. Level Spheres will add to the character’s level as 


3. with fog of war 


battles however; 
tbrowing is a ne 
to uncouver thé 


mmm 
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=[ multiplayer strategies }- 


UIn 


Bring monsters into your battle party if there are Level 
Spheres on the map. Human characters do not get an 
equipment bonus for their weapons when their levels increase 
beyond 100, but monsters do. Scour the map for any Level 
Spheres that have a 
high level and make 

a note to throw that 


b 1 


onto a monster 2. tbrow tyrant spirits 
onto an opponent for an 
instant Kill. 


character. Even if 
the Level Limit is in 


Be 


Dd, in T- effect, Level Spheres 
1: Lamm can break that rule. 


: Tyrant Spirits are a 
1. monsters get an equip e 
bonus to tbeir weapons cheap and dirty way 
from level spberes, to kill characters, 
bumans òo not. but they're very rare 


Demon Gadgets. The 
best way to use one is to first throw one of their characters 
towards your base and then use another character to throw 3. being able to move 
the Tyrant Spirit onto it for an easy kill. Thisensuresthateven _ ferinafog rrd battle 
after you throw the Tyrant Spirit, getting control of it again on pn 
the next turn is still possible. 


Finding your opponent’s Base Panel is paramount in Fog 
of War fights. Find it fast by making sure all your characters 
have a Mv stat of at least 6. 


The field of view for each character is three panels, so if 
you move three steps into the Fog you can see a lot of the 
map quickly. 


k ERS 4. it may look sweet, 
Any blind spots created by moving in this manner can be but if your opponent bas 


remedied by using characters traveling 90 degrees with dimension slasb you’re 
respect to that character, i.e. if one character is moving going to lose baòly. 
forward across the map, the other should be moving left to 
right in relation to that character. 


Don’t arrange your characters into patterns. It may look cool, 
but you'll be opening yourself up to wanton destruction. Pay 
attention to and memorize the skill targeting areas of your 


opponent to minimize the possibility of them hitting multiple & 

characters at once. Cr 

If a Level Sphere, Tyrant Spirit, or Soul Pod is within your ee 

opponent’s reach but outside of yours, you should try to 5. destroy items to 

destroy it. It’s a great way to even out the battlefield when you prevent your opponent 

don’t want your opponent gaining an upper hand. from using them, if 
gou can't. 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


50 HL 12 Exp Rank 1-2 Item 
nee O.R 100 HL 25 Exp Rank 2-3 Item 
. 9 | _ 200HL 50 Exp Rank 3-4 Item 


battle tactics pn 


This first real map is basically a review of what you just learned |B ma); EEE 4 
in the tutorial about using Geo Panels to wipe out the enemy. a 


Position Etna above the blue (EXP +50%) Geo Symbol, then 
lift and throw it onto the red Geo Panel. Next, position Laharl 
above the blue Geo Symbol that is now sitting on the red Geo 
Panel. Order him to attack the blue Geo Symbol and execute. U oetermine direction and distance 

When the blue Geo Symbol is destroyed, it will set off a chain 

reaction that wipes out most of the enemies on the map and 1. pick up tbe blue geo 
pumps up the bonus meter nice and high. When it's over, the ervan pa wd 
remaining enemies will be two hobbits and two ghosts. End geo Pp jd 
your turn without moving to let the two ghosts come a little 
closer, then take them out with attacks. Remember to position 
Etna behind Laharl for a chance at a Team Attack. After 
eliminating them, move on to the two hobbits who shouldn't 


Te have much fight left in them. 

en Practice throwing characters on your way over to the hobbits 
e Rd if you like, but don't forget that the Prinnies will explode on 
f Se impact if you toss ‘em. 


2. destroy tbe blue geo 


times as you like to build up some nice Hell and other bonus si eed dt rd 


items. Don't forget to visit the Netherworld Hospital after each 
battle to heal any characters who need healing. 


Take note… you can come back to this easy map as many 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 


Accessory 3 
EN CE EN EN EN EN EN EN EE 
2 froobit | efA}z2}o} jj 


Now is a good time to start preparing for the battles 
ahead. Your goal should be to go into every battle 
ready to overpower all enemies that you will meet. 
Your general rule of thumb should be to take a look at 
the Enemy Data for the map you are about to enter and 
make sure your character levels are on par or above all 
the enemies, or you could be hurt badliy. 


The map you just completed is a great place to return to 
in order to build up your experience level, accumulate 
some useful Hell and perhaps score some rare items. 
Go back and visit Magnificent Gate a few more times. 
When you have reached level 3 with most of your 
characters and earned some nice bonus items, you'll 
be almost ready to proceed to the next map (Blessed 
Court). But first, pay a visit to the Dark Assembly to 
create some new characters because you'll need 
some help before taking on the next map. 


Creating new characters is a very personal task, 
since every player will have their own unique tastes. 
Check out the Character Creation section of the Dark 
Assembly chapter of this guide on page 14. Inside you 
will find some helpful information and tips for creating 
powerful allies that will become faithful companions 
throughout the battles ahead. While creating your 
new characters take into account any bonus weapons 
you earned from Magnificent Gate. If you didn't score 
weapons that your new characters can take full advan- 
tage of, go ahead and sell these un-needed weapons 
at the Weapon Shop and buy ones that match your 
character’s inherent mastery levels. 


You'll need at least three 
new characters 
to take on the 
upcoming battle 
comfortably. 
Once you have them 
created, head on 
back to Magnificent 
Gate at least once 
more to bring them 
up to level 2 so they'll 
stand a chance against 
the enemies ahead. 
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1. return to magnificent it 
gate a few more times to ad 
level up. 
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2. visit tbe netberworlà 
bospital after battle to 
beal everyone. 
Ea 
hand 
3. return to magnificent Ei 
gate a few more times to 
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Wpn-Fist: rarely see someone get slapped 


4. visit the netbherworlò 


bospital after battle to 0 
beal everyone. 
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battle tactics 


This map just requires brute force. Make sure that most of your 
characters are at level 3 or 4 before attempting this level. Don't 
attempt to use any characters on this map that aren't at least 


level 2 and have some sort of protection. 2 

There are four ghosts near the base panel where you will TOTAL DAMAGE. 0 

start. Take care of these enemies first. The rest will stay where 

they are until you get closer, so you don't need to worry about 1. set yourself up to 
them right away. Concentrate on trying to wipe out all four wipe out tbe four ghosts 


at tbe start in one turn if 


ghosts in one turn so they don't do you any damage. Position possible. 


your characters so that they are likely to team attack. Take 
advantage of special skills and weapons that have a range 

of more than one space to attack from afar. After eliminating 
the four ghosts, move your two strongest characters onto the 
two empty yellow Geo Panels, enhancing them with Attacks 

+ 1 and DEF + 50%. Back them up with characters who can 
attack from afar and, if you've made characters who can heal, 
put them in the third row back to treat anyone who may take 
damage. It might take you two turns to eliminate the enemies 
who come forward to meet you in battle. The two hobbits on 
the far sides will stay put until you move your characters past 2. move your strongest 


the yellow Geo Panel spaces, so try to stay back until you're characters onto tbe yel- 
ready to deal with them. low geo panels for maxi- 


mum potency. 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


EN CNE CD EE EE EN EN EN 
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=[ 1-3: vyers castle: corridor of love J- 


BG Random Prize 1 Random Prize 2 Random Prize 3 


50 HL 12 Exp Rank 1-2 Item 
25 Exp Rank 2-3 Item 
6-9 | 200 HL 50 Exp Rank 3-4 Item 


battle tactics Kee 


With careful planning you can make it through this tough 8 am <1 
8 : a ae 
map with all your party members still at full strength. There ze SR 2 
are two boggarts near the base panel where you will start. 
Arrange your characters to maximize the chance of a team 
attack and take them out one at a time. You'll want to avoid 
the two archers. Arrange your party to occupy all of the steps, 
with your strongest up front, but avoid the half of the last step 
that is closest to the archers. End your turn and take out the one pool wii 
boggart who will come over to greet you. The ghost sitting in range of ad 
the pool shouldn't bother you at all. Move your characters to the EA 
pool area furthest from the archers, without entering the main pool 
itself. Eliminate the solitary soaker and use the pool's Geo Panels 
to recover if needed. Move your strongest character into the main 
pool to the side closest to the archers. End your turn and they'll 
attack. When finished, they should be close enough to eliminate 
with the rest of your party. Don't go past the water's edge or the 
two remaining boggarts will attack. Heal if needed, then move 
your strongest out of the pool but not onto the lower step. The two 
remaining boggarts will attack. Take them out, heal, then move 
your party onto the steps to take care of the last two enemies. 


NE Bed 


2. lure tbe arch 
tben tale thé 
gour whole 


enemy data t 
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=[ 1-4: vyers castle: ball of cares : ES |- 


Random Prize 1 Random Prize 2 


boss battle 


sassy ôemon miô-boss - vyers (ark aôonis) 


The final battle of Episode 1 is pretty tough. It wouldn't 

hurt to go back and replay a few of the previous maps to 
further build your party's stats. Concentrate on boosting any 
character who is below level 4 and earn some Hell to buy 
more protection from the Battle Depot for anyone who still 
has room to equip items. 


Not only is the Episode 1 boss here, but there are an archer 


and a green mage sitting atop red Geo Panels which will 1. toss labarl to 
enhance them with Attacks +1 and Enemy Boost x6 making witbin range of tbe 
them powerful opponents. If you don't do something about geo symbols. 


them quickly, these two characters can easily wipe out any of 
your characters in a single hit. 


ss The best way to go is to use lifting techniques (see page 8) 
a to get your strongest character (we'll assume that's Laharl) 
PN over to the three Geo Symbols which are giving the enemies 
pe their advantage and take these symbols out as soon as 
f ns possible. Laharl's Blade Rush special skill is a good choice 
for attacking the Geo Symbols since he can attack all three 
at once. He should be tough enough by now that the two 
boggarts here won't do him much harm while he's dealing 
with the Geo Symbols. 


2. after tossing labarl, 
move everyone into this 
safe position. 


You'll have to take care to stay out of range of the green mage 
and archer but still be able to toss Laharl close enough to 

the Geo Symbols to attack them on the first turn. This can be 
accomplished by moving a character to the side of the base panel and another character to the top of 
the steps. Bring Laharl out of the base panel but do not issue any commands. Have the character next 
to the base panel toss Laharl up to the character at the top of the steps. Have the character at the top 
‚of the steps toss Laharl as close to the Geo Symbols as possible. Make sure the character at the top 
A f the steps has a long enough tossing range to get Laharl close enough to the Geo Symbols. Move 
ie \ä-Laharl next to the Geo Symbols so that he can use his Blade Rush skill to attack all three at once. 


Don't forget — before ending your turn you'll need to on 2e 
move the characters that you used to toss Laharl out of 
range of the archer and green mage. To do this, bring two 
more characters out and lift and toss everyone out of the 
way. Arrange them as shown in the screen shot shown on 
the left of this page. Now you can end your turn and only } 
the wimpy boggarts will attack. | en Gn 
! he TOTAL DAMAGE 50m 
Use Laharl's Blade Rush skill on the Geo Symbols once nn 
more. He should be powerful enough at this point to eliminate 
them all on this turn. If he's not, you should probably go back 
and level up some more on previous maps before attempting 
this map. Once the Geo Symbols are eliminated, finish off 
the remaining boggarts before moving any of your characters. 
When they're gone, get ready for a melee. Make sure you 
healed anyone who took damage. 


Start moving your whole party in to attack the archer and the 
green mage. Try to wipe them out in this first turn before the 
other enemies and the boss move in to attack you. Arrange 
your characters to maximize the chance of team attacks. 

The green mage is vulnerable to wind magic and the archer 
is vulnerable to ice. Take advantage of this if you can. If 

you can eliminate these two enemies, there will only be two 
warriors and the boss to contend with. If you have had the 
resources to heal the characters who have taken damage 

so far, you should have your whole party at full power to make 
quick work of the boss and his minions. Take out the warriors 
one at a time before engaging the boss. Once they're out 

of the way, gang up on Vyers and he won't last long. Vyers 
has some pretty powerful special magic skills, so keep your 
weaker characters out of his range if possible. If you do end 
up losing one or two characters, it's not a big deal. This is the 
last battle of Episode 1, so they will be revived (and everyone 
healed) automatically at the start of the next episode. Anyone 
eliminated will just miss out on any bonus EXP you get at the 


end of the battle. 5 ee 


characterkar 
The start of the next episode is a good time to do some vyers’ powerf 
resource management, visit the Item World for the first time ed 
and take some promotion exams to prepare for transmigration. se 
enemy data Íh 
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episode 2 


Now it's time to do some serious character building. 
Disgaea has some unique areas for gaining experi- 
ence, items and currency — the Item World and the 
Dark Assembly. Within these places is the power to 
raise your characters’ stats so high you will be nearly 
unstoppable in the battles ahead. 1. tbe item worlò is a 

great place to build your 
stats anò find rare items. 


Enters the Item World 


Go create more characters to assist you in battle. If 
none of your existing characters are at a high enough 
level to create a scout yet, then you should probably 
take a trip through the Item World at least once to 

boost your party's stats. See page 26 for more about 

the Item World and page 14 for character creating 

strategies. In addition to a scout, it would be wise to 

have at least one of the following: a magic user (a 

mage or skull with fire magic will come in handy for 

the chilly levels ahead), a brawler, a cleric (for healing) 
and a rogue for stealing hard-to-obtain items that only 

monsters carry. 2. visit tbe dark assembly 


for a whole slew of 
Laharl is a master of more weapons than the sword. exciting tbings to òo. 


Keep long range weapons in inventory for Laharl to 
switch to during battle as needed. Beef up a bow or 
a spear in the tem World for Laharl to have for long 
range attacks in battle. 


Spend some time in the Dark Assembly. See what 

proposals you can get passed. Transmigrate your 

created characters as often as possible. You can trans- 

migrate a character once you have 100 Mana and are 

at rank 3, but you should wait until you have at least 

175 Mana before transmigrating so that you'll have 3. create some more allies to 
more bonus points to distribute to your character. See accompany gou tbrougbout 
the Dark Assembly chapter on page 14 for more info. the coming battles. 


None of the enemies in the next 
map are higher than level 4, 
but if you spend the time 
building your characters 

in the Item World and 

Dark Assembly, you 


can beef up your Beal 
party to two or three Select the capability of the charact 


a eli 4. transmigrate your char 
in just 3 few hours and acters as often as possible 
breeze right through the for maximum effect. 
upcoming maps. 
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battle tactics 


The main threats on this map are the two archers and the 
cleric who can attack from long range. Make sure you enter 
this map with at least two characters who have long range 
weapons such as a gun or bow to deal with these enemies. 


First, bring a couple of characters out of the base panel 

and move them back and out of range of the archers and 
cleric. End your turn to lure the zombies in closer so you can 
concentrate on taking them out first. A couple of them will 
move towards you right away, letting you move in for the first 
hit. Take them out. If you highlight the other enemies with your 
cursor and press the action button, it will show their range. 
Keep your characters just outside their range if you're not 
ready to deal with them yet. When you're ready to deal with 
the remaining zombies, move to just outside their range (also 
remaining outside the archers range) and end your turn. They'll 
move in and attack, getting the first hit in. 


Finish them off and heal if you need to. 


After taking out all the zombies, move within striking range of 
the archers to attack with your long range weapons and get 

the first hit in on them. Have some healers backing up your 2 take out tbe 
attackers in case you take too much damage. You can lift and anò tbe cfefic ul 
throw characters to the area where the archers and cleric are, long range we 


to attack them. 7 
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battle tactics 


Oh look, the zombies are having a party and they didn't invite 
you. Time to teach them some manners. 


Bring your whole party out and attack the group closest to the 
base panel. You should be able to take them all out in one turn. 


Check the range on the next group of zombies and move your 
party just outside their reach and end your turn. They’ll move 
within your range but not close enough to attack. 


1. attack tbe group of 
This gives you the opportunity to attack first. After making zombies closest to the 
mince meat of these party-poopers, end your turn a few times base panel, then lure the 
and another pair of dopey drippers will move in. When they get rest close. 
within your range, move in for the first strike. They should be 
no match for the power of your entire party. 


The last pair of zombies will wait patiently for you to come 

within their range. Don't disappoint them. Equip some long 

range weapons and move to just within range and attack. If 

E you don't get them in the first turn, they'll move in to attack but 

4 a with your whole party against those last two zombies, it should 
be quite a one-sided battle. 


If you have a rogue in your party, you might as well take this 2. take out tbe last two 
opportunity to practice your thieving skills. None of these zombies witb long range 
zombies carry any equipment, but a good rogue can steal weapons. 


more than shiny trinkets. 


enemy data 
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battle tactics 


This time the zombies have invited a few quests to the party. 
Be prepared to boogie with a gremlin and four imps on this 
map. Make sure you've built your stats at least enough to deal 
with a level 7 enemy. You can count on several of your party 
getting hit with Hell Pepper and poisoned, so be ready. 


The six zombies on this map have obligingly lined themselves 
up in neat rows, perfect for a special sword skill like Blade 
Rush or if you've got a really beefy sword user, Wind Cutter. A 
mage or skull with fire magic is going to be handy here as well, 
but wind magic will do in a pinch. If the zombies survive your 
initial attacks, move the rest of your party in to finish them off. 
You'll need to take care of the zombies within two turns at the 
most because the rest of the enemies will be moving in and 
they're bad. 


Pull all of your party except one into the base panel. Move 
your strongest character into the corner and end your turn 
several times until the enemies gather in close. When they 
come within your range, bring your whole party out of the base 
panel to surround the enemies. The imps and the gremlin have 
a nasty habit of poisoning folks so be sure you've brought 


edad 


2. lure tbe re 


along a healer who can cast Espoir or at least a good supply to tbe bage. pat 
of Faerie Dust. Use special skills that target multiple enemies jump out anò s 
and hammer them. It will probably take several turns, so be tbem. 
prepared with those poison cures. en 


Ld 
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enemy data 


Lvl Name QTY APR EXP Accessory 1 Accessory 2 Accessory 3 
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boss battle 


angel trainee flonne and one big, bad dragon 


Finally you've caught up with Flonne, but she's got some 
scary friends with her. If you haven't been building up your 
characters in the Item World and the Dark Assembly, now is 
the time to do so. The poisonous imps and gremlins can really 
hurt, and the dragon has a powerful long range attack that 
can eliminate weaker allies in one turn. If you don't feel up to 

rushing straight into the group of enemies, bring out only the Pd ed 
two of your characters with the highest DEF stats. Position eliminate them first anò 
them on the base panel and the space right next to it and end beal after. 

your turn. Two imps will come over and poison both of you. 
Concentrate on taking out one of the imps. 


If you can eliminate both, great. End your turn without moving 

and the third imp will come over and poison you again. Once 
you've eliminated all three imps you can stay put and heal/cure 
yourself and prepare for the remaining enemies. You don't | k 
want to lure the imps close this time since all three will attack m: 


‚… Dak. 
. Md and poison you. They'll be out of your movement range, so EAT ed ZES 
f Ee equip some long range weapons and use characters with low 
bami 2. use long range attacks 


DEF to toss your stronger characters into range. Don't worry ô 

about Flonne, she has barely any attacking ability. It's unlikely ah aa ede 
you'll be able to take out the dragon in one turn, so save him weaker ed 

for last. If you can eliminate the gremlins in one turn, you can 

all gang up on the dragon and take him out in the next turn. 


enemy data 


Lvl Name OTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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note: the golem will replace the dragon when you reuisit tbis stage. 


episode 9 


Pr dn SR 
=-[ 3-1: dinero palace: gaudy entrgnce = 


BG Random Prize 1 Random Prize 2 Random Prize 3 


of om | see J pamseron 
se [_ soon | 20e | Rank lem — 


battle tactics 


You won't be let through the gate to the next area until you 
have equipped Laharl with a level 10+ item which you leveled 
up in the Item World. If you've been taking our advice, you 
should have already done this by now. If not, see page 26. 


First attack the three brawlers located on the lower step. Bring 
your whole party out to attack them. These three shouldn't be 
much trouble. After defeating them, move your party behind 


the base panel and end your turn until the remaining two 1. lure tbe two brawlers 
brawlers and the male pugilist come within range. Attack them anò tbe pugilists to you 
without leaving the grassy area so the two brawlers with bows at the base panel. 
won't attack. 


Madanna 


After eliminating these three enemies, move your characters 
up to the very first step. You'll be out of their range on the first 
step. Once you have most of your party on this first step, end 
- your turn. The enemies won't do anything and it'll be your 
Dann turn again. Move your whole party in to attack these last two 
4 brawlers. Check the movement range on the female pugilist 
and stay outside it while attacking. 


2. attack the brawlers 
witb bows while out 


na of range of tbe female 
character just inside her range. End your turn to lure her in pugilist. 


then pounce on her and she won? stand a chance. 


After you've taken out the last two brawlers, gather your party 
around the outside range of the female pugilist then move one 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics > 


There are two pugilists with bows on the other side of the | „MEL Ka 4 g6dm 
impassible blue Geo Panels. Stay at least two spaces from the 
Geo Panels and eliminate the four pugilists first. If you don't 
want to be attacked by all six of the remaining enemies at once, 
you'll need to be sneaky. Send a character who is powerful 
enough to take out the No Entry Geo Symbol in one turn with 

a strong long range attack or magic skill. Then use your other 
characters to form a chain to lift and toss everyone back down 
to the base panel. If you can do it with six characters and leave pool while 
only one character on the step above the base panel, only one range of 
pugilist will come down to attack when you end your turn. Take Ee Soar 

him out, move a character to the other side of the step to lure 
the second pugilist down and eliminate him as well. Now you 
can heal and prepare for more. If you remain near the base 
panel and end your turn a bunch of times the priest up top will 
waste all his SP casting shield magic on the other enemies, 
nullifying his only strength. Take that time to heal if needed. 
When he has run out of juice, assemble your party behind 
the blue Geo Panels just outside range of the enemies. End 
your turn then use long range attacks and toss your stronger 2. lure tbe arch 
characters in close to concentrate on the pugilists first. Ignore tben take tbh&ni 
the wimpy priest for now. After the pugilists are gone, put your your whole 
thumb down hard on the powerful manticore, then have the An 


priest for dessert. ene 8 
Ld 


Mv_t dn 10 bd 
Prohibits entry (throwing included). 
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Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


The legion of brawlers lining the halfway are probably not here 
to welcome you inside the palace. There's not much sneaking 
around you can do on this map. You'll have to get through by 
planning your attacks for maximum effectiveness. It would 

be a good idea to have at least two powerful magic users 

who can attack multiple enemies at once. Check the stats 

on the brawlers who you'll want to cast magic on to see what 


their weaknesses are. Attack with a few characters at a time. 1. use characters who 
Execute, see if your attacks eliminate their targets, then attack can attack multiple 
with other characters if necessary. enemies at once. check 


enemy stats. 
This saves you from wasting a character’s turn by attacking 


the space where an enemy no longer exists. The pugilists with 
bows have an attack range of three spaces, so don't move any 
characters within that area. 


The female pugilist is the strongest. Check her weaknesses 
and use appropriate magic on her. After you've eliminated 


al 4 all except the pugilists with bows, assemble your party just 
ĳ outside their attack range and end your turn. Plan your attacks 
Á Jk using long range weapons and magic skills. Use weaker 
characters to toss the strong ones close. 2. stay out of range of 
If you get creamed on this map, take a trip through the Item Babil ter ai tbe 
World to beef up your party before trying again. baò boys. 


enemy data 
Lvl Name OTY APR EXP 


HL Weapon Accessory 1 Accessory 2 Accessory 3 
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boss battle 


rich demon boggmeiser 


Length: 5 panels 
Height: 22 dm 


The most notable feature of this nicely decorated hall is the 
six brawlers (curiously labeled as “Wall of Meat”) blocking 
access to a very dapper looking demon named Hoggmeiser. 3 
Fortunately the meat walls are unarmed and won't move a - < 

finger to hurt you. You can just ignore them and move right Dears rensrend wate g_ 
over to introduce yourself to Hoggmeiser and his two flunkies an 
without any ado at all. 


pool while 
range of 


Ns 


There's a little trick you can use to get around enemies who 
are blocking your path as long as they're not on a Geo Panel 
with a No Lifting effect. Use one of your weaker characters to 
lift an enemy but don't toss them. Once they are lifted, your 
other characters can move right past them. Before ending 
your turn, cancel the lift sending your weak character back 

to the base panel. Hoggmeiser won't attack right away, so 
concentrate on taking out one pugilist at a time. If you stay 
out of the spaces adjacent to him, you'll have two turns before 
hogboy makes his moves. 


ikl 
ER A 


_é 


2. lure tbe arch} 
tben take the 
gour whole 


, 


Since the meat wall won't attack, you can play with an 
undocumented feature for fun. If you throw one enemy onto 
another, they will combine into one enemy with the stats of 
both combined. If you have a rogue with you, try combining all the 
meat boys into one and try to steal one of his attributes. It may take 
a few tries, so be persistent. ee 


Ld 


Accessory 2 Accessory 3 


Lvl Name QTY APR EXP HL Weapon Accessory 1 
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battle tactics 


If for some reason your stats aren't up to snuff enough to deal 
with these enemies you can create a little barrier in the corner 
where you'll be safe from attack. Pick a character with long 
range attacks to lift and throw the Geo Symbol in the corner to 
create a diagonal barrier consisting of the two Geo Symbols 
and the base panel. The enemies won't be able to get to you 
here so they won't move at all when you end your turn. You'll 
only get EXP +50 for eliminating the enemies on the Geo \ 5 

Panels, but at least you shouldn't take any damage. When (le En level nen, 
you're ready for the other enemies to move in closer, move a can bide in tbe corner. 
Geo Symbol out of the way and they'll come calling when you 
end your turn. 


When you've taken out enough enemies while hiding in the 

corner that you feel you can handle those who remain, put 
the Geo Symbol back on the green Geo Panel and bring out 

the rest of your party. Place your characters in formations 


ed p that will give a higher chance of team attack so that everyone 
Es who attacks will gain the experience of eliminating an enemy. 
4 En Concentrate on one enemy at a time. 

2. after taking out 
The green Geo Panels will have two EXP +50% effects on enougb enemies, bring 
them for a total of EXP +100%. You'll want to take advantage out the rest of your 
of this as much as possible. party to figbt. 


Use weaker characters to toss the enemies onto Geo Panels before eliminating them. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


There aren't many sneaky tricks you can use on this level to 
take the enemy out, so you'll have to rely mostly on your battle 
skills to get through this level. Near the base panel there are 
five pumpkins and a decoy. Concentrate on this group first 
since the bunch with the killer armor hanging out will stay put 
until you move within their range. 


5 
Pe 


Most of the enemies in this hot area are vulnerable to ice magic, 
so take advantage of this if you can. You may need to do some 

lifting and throwing to get your strong short range attackers over 
to the furthest pumpkins. Once you have taken the first group out, 
you'll have time to heal as needed. 


Check the range on the second group of enemies and 
assemble your party just outside their range and end your turn. 
Next move your strongest character within range of the leading 
pumpkin to lure only him over to you. Make him squirm. When 
he's gone, check the range on the next enemy, move your 
whole party in closer, end your turn and do the same to him as 
you did to the last. 


Do it all again once more with the last pumpkin and you'll be DE 
in pretty good shape to take on the two powerful killer armor by one then 
enemies. Heal those who need it, move to just outside their movers aid 
range, end your turn, then move in with your whole party to show Sie 7 
them just who's in charge around here. 


Ld 
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Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


On this map there is a Geo Symbol giving the map an Enemy 
Boost +50% Geo Effect. There is also a Damage 20% Geo 
Symbol. You can use this symbol to clear out this map with 
little effort. Having a rogue in your party is a must for the 
following method since they have a very long throwing range. 
Start by taking a character with a throwing range of at least 
five spaces (like Etna) and move them to the side of the base 


panel (see the screen shot for exact placement). Then take 1. bave tbe rogue tbrow 
your rogue out but don't move him. Lift him with Etna and toss tbe geo symbol to the 
him across the lava towards the Geo Symbol. Next, move otber side of tbe lava. 


another character (we'll call him/her “B”) to the space beside 
the bridge. Now have the rogue throw the Geo Symbol to the 
space between Etna and character “B”. 


Bring out another character to throw the first pumpkin in the row 


onto another pumpkin (combining them) to clear a space on the 
n bridge. Now have character “B” lift the Geo Symbol and throw 
é p it onto the bridge. See the screen shots if it's not clear where 
es to position people. Use long range attacks to take out some 
4 En enemies and give your rogue a chance of surviving. End your 2. rescue tbe rogue using 


turn and the rogue will be attacked. If he survives, have himtoss a "lift tower” technique. 
the nearest enemy far away then move towards the base panel. 

Lift the Geo Symbol and toss it over the rogue’s head to the other side of the bridge so you can send a 
couple characters to rescue him. Heal your rogue and end your turn many times so all the enemies will 


slowly be damaged out of existence. enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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boss battle 


sassy òemon miò-boss - vyers (Òark adonis) 


This boss fight has no secret techniques to easily win. It's 
going to come down to might makes right. Our friend Mid-Boss 
is at level 17 here and he's got lots of friends to back him up. 
Your best bet is going to be to power up in the Item World, use RE. 
lots of ice magic and put all the techniques you've learned so SPECIAL 
far to good use. Make sure none of the characters you plan > 
to use in battle are below level 13. Start off with long range 
attackers to go after the killer armor closest to you but don't 
throw any short range attackers in close. There are too many 
enemies nearby to leave anyone out ahead of the rest. If you 
eliminate the first killer armor on your first turn, gather the rest 
of your party around your long range attackers and end your 
turn. A second killer armor will move in. Take him out with your 
whole party and end your turn again. 


The other enemies will start to move in. Attack with long range 
attacks if you can but don't move much closer. End your turn 
and almost all the remaining enemies will move in. Beware of 
the nightmares. Their Fire Dance special skill will attack a whole 
row of your characters. Concentrate on taking them out first 

if you have a choice. Remember to use ice magic skills. A Dark tbe briòège ca 
Cannon would also come in handy to block the patch across the the energy git 
bridges for a while and delay the arrival of too many enemies at hetthe oò 
once. The Mid-Boss has a skill that will also attack anyone in a 
row. Watch it! 


enemuyföata 
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battle tactics 


If you haven't done so already, go create a magic user with 0 
fire magic skills and level them up. This icy set of maps is the mn 
perfect place to set them loose. 


There are two Geo Symbols that need attention right 


away — Ally Damage 20% and ATK -50%. Take out the Ally ri: mj 

Damage 20% Geo Symbol first. You can do this with only two Tite damage every tucn afie cry. 
characters. Bring one character out to the space in front 

of the base panel facing the clump of three snow covered 1. take out tbe ally 
trees. Then bring out another but don't move them. Lift damage 20% symbol 


first witb tbrowing 


them with the first character and throw them across the gap techniques 


on the far side of the trees. 


Use the thrown character to move over and lift and throw an 
imp onto the Geo Symbol to eliminate it (this will heal the imp, 
: but he's got max HP already, so no big). Repeat this process 
using three characters to get someone over to the ATK -50% 
Geo Symbol to eliminate it the same way. Keep using your 
4 tossing skills to throw some attackers in closer to the imps to 
ij do them some damage before ending your turn. 


Many of your characters will probably be poisoned. If you think 


they can last out the battle being poisoned, don't worry too 2. next take out the at 
much about curing them all. Concentrate instead on getting rid -50% geo symbol then 

of the imps as soon as possible. Focus on eliminating one at a go to work on tbe boròe 
time rather than doing partial damage to multiple enemies. of imps. 


enemy data 
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battle tactics 


There aren't any good tricks for this level either. You'll have to | A 

rely on your battle skills again to get through this level. There's \ 
a whole parcel of pucks waiting for you to come out of the base 4 Wi A 
panel and a couple rangers who'll do some nasty things with de 
guns to any characters who wander within their range. 


They have a range of four spaces, so keep your characters 
more than four spaces away from the edge of the area they're 
on unless you're ready to take a bullet or two. 


Concentrate on eliminating one enemy at a time rather than 
doing partial damage to multiple enemies. Use your fire magic 
skills lots and wind magic as an alternative. The crazy ninja 
with the long stick and the rest of the pucks will not stay put. 
Whipping out a Dark Cannon with one character and, when its 
attack time is over, using a rogue to toss it into the middle of 
the enemies makes for a nice distraction giving you a little more 
time to work on the enemies who are already in range. Take out 
the four closest pucks first. 


When you end your turn, the rest will move in. If they're only Uh ad 
one space outside your attack range, you can use the “two 2. after clean 
diagonal spaces” magic attack pattern to reach a space which is tbe baò boys’o 
one square diagonally past your normal range. p= the dea 


After taking out all the pucks and the ninja, throw a few powerful 
characters over to take out the rangers. e 


id 
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battle tactics 


Now, here's an interesting map. Everyone's invincible. You can 
whack each other all you like and it looks terribly pretty, but it 
don't do squat. 


There are two options for tackling this level. If you look over 
near the Invincibility Geo Symbol, you'll see there's a single 
green Geo Panel with no Geo Effects. You can either toss the 
Geo Symbol onto this panel, negating the invincibility effect 
and go at it like normal. Or, if you'd like to have a little fun, you 
can combine all the enemies into one very beefy über-enemy. 
Yeah, baby. That sounds like the most interesting way to go. 
Start lifting and throwing all the enemies into each other. Use 
one of the nekomatas as the last one since the empusas have 
an attack that will steal HP from you for themselves. Not a big 
deal, but it'll take longer to eliminate ‘em. 


Once you have all the enemies combined into one, start moving 
| your characters over towards the green Geo Panel. As the last 
ha 4 enemy attacks you, lift her and throw her ahead of you until you 

ij get her onto the green panel, then surround her with your entire 
Á E, 7 party and pummel her. (Shame on you, brute! Don't you know 
its not nice to hit a lady?!). 


Whichever characters end up eliminating her will get a big chunk 
of experience. Try to arrange your characters so they do team 
attacks. Pay attention to her hit points and make sure you hit her 
with the characters you want to gain the EXP when it's all over. 


enemy data 
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anò beauy witb your 
whole party. 
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boss battle 


demon sire maderas 


So now you must face the most powerful foe you have run into 
thus far, Demon Sire Maderas. Since he is so very powerful, 
you must be even more powerful. 


Fortunately, the enemies are nicely spaced out so you won't 
have to deal with them all at the same time. Start with the first 
empusa and show her who's boss. End your turn and another 
empusa will step up to greet you. Show her too. Move your 
party to the side of the map that has the least enemies (or 
pick either side if they're balanced) and eliminate any empusa 
that may be waiting for you there. End your turn. This time 
everyone except the lilims will begin to move towards you. 
Take out the last of the empusa with something fiery. Check 
the movement range on Maderas and the golem and move 
your party just outside their range. They have fiery attacks of 
their own that have a very long range, so you may take some 
damage. You might consider tossing one of them with a rogue 
or place a Dark Cannon between them if you can so you only 
have to deal with one at a time. After you show one of them 
who's boss, go after the other and show him who's boss too. 


ke ers ome" 
2. separate? ; 

4 ‚Un from madera 
Most likely the lilims stayed put during this whole battle, so you can deal with f 


might as well attack them with long range weapons where they at a tim 


sit. (…not forgetting to mention who's the boss as you do so. Did ke N 
® 5 
enemyfdata! 


we suggest that you do that already?) 
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battle tactics 


Oh, this is just too funny. By now you should have your best 

characters at least twice as powerful as these silly monsters, 
if not more. This map should be as easy as shooting mutant 

ducks in a leaky barrel. 


Laharl should have enough sword mastery by now to be 
able to do a wicked trick called Winged Slayer (if he's not 
yet, go back through the Item World and use lots of sword 


action). Take out the first two enemies in line. Once they're 1. tbe joy of using 
gone, bring Laharl up to the edge of the horde and let loose derge eb ie Pae a 
with a Winged Slayer. Kewl! Monster parts flying everywhere! een nà ba sok 5 sg un 


Now take out some more of the surrounding fodder with long 

range attacks but don't move anyone out past Laharl. When 

you end your turn, more monsters will gather in front of Laharl ready for you to unleash another 
Winged Slayer. Have a healer or two stand in the back of your pack 


to administer aid to your front line as they take damage. Be wary of | 
n the golem’s magic kilts 4 k k ENEMY ata 
B He can hit four of your Lvl_ Name QTY APR EXP HL Wp Accel Acc2 Acc3 
en SN 2fGnost | 2 }Afz208}aof ||| 
4 a After a few rounds of EEEN EN En 


the Winged Slayer, the 
remaining enemies will be 
slower to step up to receive 
your special offerings. Keep 


taking out the enemies as 

they come to you (mostly 

one at a time). Don't move 

out into the main area for 

cleanup until none of the x2 

remaining enemies will x2 268 


come forward. 
12 [Nightmare [o2 |A |2ze}2al | ||| 
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battle tactics 


In sharp contrast to the previous map, there is only one 
enemy on this level. Sardia is her name and sword’n is her 
game. Even with the combined power of your entire party you 
may not be able to hammer her roughly 1300 HP down to 
zero in your first turn. 


Her magic vulnerability and other stats are slightly random 
each time you try this map, so if you have more of one magic 
power type than the other, try quitting and reloading your 
game to come back in and see if her vulnerabilities change to 
something more in your favor. 


close tátb 
witb a uid 
Bring a character out and place them just behind the base 
panel and off to the side, then end your turn a couple times so 
she comes right up to the base panel well within range of all of 
your characters, giving you the first strike. 


If you don't manage to take her out in the first turn, she'll 

smack someone pretty hard, possibly eliminating them in one ZE: ‚ 
hit if she gets a chance, so use all your best moves to put her TOTAL DAMAGE *7 6 
down as soon as demonly possible. 


Er 
Ke 


If you've got the quts, why not try to steal something from her jump your wb 
with a rogue? out to punymel | 


She's got some good stuff and if you can get some of it, it'Il 
bring her stats down, giving you an edge. 


EE: 
enemy data B 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


Now, isn't that cute. The Prinnies have decided to show some en Ee 


» 


spunk and stage a little baseball-themed rebellion. Only one 
problem with their little plan… they plump up to twice their size 
when you heat ‘em up… No, wait, it's not a Prinny who does 
that. What was it again? Oh yeah… they pop when you toss 
‘em. Ohhhh, yeah. You won't get much experience or bonus 
items by doing it this way, but the personal reward of seeing 


Prinnies explode is well worth the loss. Start with the catcher 1. it's a prinny toss- 
and toss him over to the pitcher. Next toss one of your own ing baseball party and 
over to first base and throw the poor Prinny over to third base ygou’re invited! 


where there are two more Prinnies hanging out. You only 
have to get within two spaces of your Prinny-shaped targets. 
The splash damage will take ‘em out from that distance (keep 
yourself outside the splash radius or it'll damage you too). 


| End your turn and one of the poor creatures will make a 
pathetic attempt at damaging one of your party members. 
pp When he's done and it's your turn again, toss him to his doom 
De and throw your own party members into the outfield to take 
Á care of the short little neckless outfielders hiding behind the 
trees. Should you be abusing the hired help like that? Oh well, 


2. little .t 
maybe they asked for it. Congratulations. Peerd etn A ing u 


Kinda makes you feel 
sorry for ‘em. 
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battle tactics 


Again with the sharp contrasts between maps. The last map 
was full of wimpy Prinnies and now this map is chock full of 
Mr. Big Bad Mofo Times Ten. Well... okay. Get out there and 
give it your best shot. You'll soon find out what it feels like to 
be as weak as a Prinny. 


Bring out your whole party and test how strong you really 
aren't. When you end your turn, you'll be humbled. Oh 
yeah, come to think of it… what the heck. If you've got a 
rogue, you might as well try to steal some of the Alternate 
Overlord's stats. You do have at least have a slight chance 
of succeeding. 


When it's all over, in will come the proverbial cavalry to 
save the day. A new battle begins and you'll feel like ants 
scrambling to get out of the way of a dogfight. 


After one round of ground shaking mayhem, you may find 
one of the Alt Overlords has been hammered hard enough 
that his remaining HP is low enough that you may be able to 
manage to take him out. 


If you're leveled up enough and you use your party members’ 
most powerful special skills, you might just be able to do it. If 
you do, you'll get a huge boost in experience. 


(Too bad they don't show up in the Dark Assembly as 
creatable characters when you defeat them, though. Could you 
imagine?) 


enemy data 
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battle tactics 


Another one of those wacky maps. Nearly the whole map is 
covered with Geo Panels with a Warp Geo Effect. This makes 
it difficult to concentrate on an enemy for more than one tum 
since you'll be moved around the map like blinking lights on a 
Christmas tree.This might actually be a good thing. There's a 
whole lot of enemies all bunched up together on this level and 
they would tend to gang up on weak characters and hammer 


them hard, possibly wiping them out in one move. However, when 1.move a strong char- 
the tum is over, they get spread out pretty well and can't gang up acter to bebinà the base 
as well. The downside is that you get spread around too. panel and enâ your turn. 


To take advantage of these circumstances, bring one strong RE 
character out behind the base panel and end your turn. You'll \ | " | 
be out of range of their attack and when they're done moving, 
they'll be spread out. Then, you can bring your characters out 

of the base panel and pummel the lone enemies nearby. Be 

wary of the range of nearby enemies and know that they'll 

E p move in on your weaker characters when you end your turn. 


Ì Setect the character to be dispatched 


There's no warp effect on the base panel. End your turn with 

f En a character on it and they won't get warped. You can use the base 
panel as a way point. See page 23 for details. If you happen to get 

warped near the Geo Symbol and you decide you want to get rid 

of it, if there's an enemy nearby, you can toss it onto them or them 

onto it. It'll heal the enemy but may be worth it if you're tired of getting warped to someplace useless. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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boss battle 


sassy òemon miò-boss - vyers (Òark adonis) 


This guy just doesn't go away! This time he's brought a gaggle 
of pucks and a couple of gargoyles to back him up. There are 
no fancy tricks to pull here. Jump your strongest characters 
out of the base panel and go to work on the pucks using all the 
usual tactics. If you're going to attack them using skills with 

a large area of effect, use those first so there's room to do it 
without damaging allies. Killing allies in battle is a big no-no if 
you want to see the “good” ending. 


EE * 
EE. 


witb qr 
attacks 
Check their vulnerabilities when deciding what type of magic Z de@ Ì 
skills to use. When you're done with the multi-enemy attacks, ; 
send some heavy hitting single space attackers out to clean 
up the mess. 


When you end your turn, if you haven't managed to wipe 
them all out, the pucks will have a little slumber party, putting 
as many of your characters to sleep as they can. If you can 
manage to take out all the pucks during your second turn, that SPECIAL HIE HA 4 
should give you some time to cast Espoir and use Faerie Dust 

to wake the sleepy heads up and heal whoever needs healing 
before the Mid-Boss and his buddies make their way over move in after t 
to you. The two gargoyles will arrive first. Do some damage and miò-boss at 
to them. If you don't end up taking them out in one turn, de 
concentrate on Mid-Boss first since his Adonic Fury special | 
skill can take out multiple allies at once. Save the gargoyles for last since fhey 
attack one character at a time. 


E Ld 
CREME 
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battle tactics 


This is kind of like a bonus as well as a challenge. There 
are Geo Symbols here which double your experience 

and give you 50% more Hell for eliminating enemies. The 
enemies start off lined up nicely, ready for you to take them 
out with multi-enemy attacks. It's another one of those fiery 
hot levels, perfect for ice magic users, so make good use of 
them. Concentrate on one group of enemies at a time. 


Start with the group with the ghoul in the middle since he's 1. use overlorò’s wrath 
the most powerful. A little Overlord's Wrath and a little Giga from tbe side, not 


Ice and he won't be looking so tough. from ata e for best 


If you do use Overlord's Wrath on that group of enemies, do 

it from the side instead of in front next to the base panel, B en Foar 

since otherwise the difference in height will prevent you 
from damaging the whole group. 


Unless you've been leveling up your characters like a 


…p madman bent on total domination (nothing wrong with that), 

you probably won't be able to take out all the enemies on 

Á your first turn. When you end your turn, the zombies are died 

. going to do nasty things to your allies, like poison them and 2. concentrate on tak- 
do that zombie whirlwind thing they do to any who are lined ing out one group at a 
up in a row. Be ready with an Espoir caster and/or some time, tben one enemy at 
Faerie Dust to deal with that and don't line your characters a time. 
up in a row. 


enemy data 
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battle tactics 


Okay, now we got trouble. Half the entire map is covered with 
Geo Panels that have an Enemy Boost x3 Geo Effect. This 
makes the enemies quite a challenge. Getting rid of the Geo 
Symbol, however, is not as hard as it looks. You can do it with 
only two characters. 


Bring out one character with a throwing range of at least 5 
panels and move them to the step below the base panel. 
Then bring out a character with a throwing range and height 
range of at least 4 panels and 39 dm. 


1. use kikti 
witb twe c 


With the first character, throw the second character towards 
the Geo Symbol. Move the second character to the Geo = 
Symbol, lift it and throw it onto an enemy. This will get rid Zok Chir 
of all the Geo Panels on the map and damage everyone nd U 
including the two characters you just used, but it's well worth 
tto get rid of the Enemy Boost x3 Geo Effect. 


! Calif Canto en 
8 AR 


The enemies are all vuinerable to ice magics, so put some 
whup on them wit dat and use other multi-enemy attacks. 
You'll have eight characters left to pull out of the base panel De | 4 
to unleash their hurting upon them, and they're spaced 2. tbrow tbe gj 
pretty closely together, so you should be able to wipe out onto a zombie 
a pretty big chunk of them. After you exhaust your multi- Ee gucljy ge À 
enemy attacks, bring out the single space attackers to clean ES 
up the leftovers. 


enemy data 
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battle tactics 


Ouch. They've taken away all our tools for dealing with Geo 
Symbols in the sneaky ways we love so much. They must 
have been watching what we've been doing on previous 
levels. We can't use lifting techniques to move the Geo 
Symbols because of the No Lifting Geo Effect. We can't use 
special skills like Triple Strike to move them because of the 
Silence Geo Effect. We've got to destroy them with plain ol’ 


attacks. Fortunately, by this point, we have the power of a 1. first take out tbe 

locomotive inside each strand of muscle inside our bodies so no entry geo symbol 

we can take out those Geo Panels in no time flat. witb your strongest 
attackers. 


You can lift your own characters on the red Geo Panels, so 
use lifting techniques to get two or three of your strongest to 
the No Entry Geo Symbol to take it out. After taking out the No 
Entry Geo Symbol, use three characters to throw someone 
| over to the Damage 20% Geo Symbol, lift it off of the red Geo 
Panel and throw it somewhere. It wouldn't be a bad idea to 


‚…p set it down in front of you with your back to the edge of the 
úe map so there's less room for the zombies to attack. Make 
Á sure whomever you throw over there is strong enough to take 
. some zombie pain because you'll have at least two come over 2. next, toss someone 
to dish some out when you end your turn. Bring out the rest over to tbe damage 20% 


of your party if you have any left to bring out but keep them symbol anò neutralize it. 
one space away from the lava or they'll get hit with Zombie 
Twisters. End your turn and start kicking zombie butt. 


enemy data 
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battle tactics 


Aww, look. Someone was thinking of us. They thoughtfully 
placed the good kind of Geo Panels around the base panel 
with the bad kind of Geo Panels around those. This is 
perfect for taking out enemies at close range. Even with the 


advantage given, we don't want to just let the enemies crowd 


around and attack. We won't be invincible, after all. Bring 
attackers with long range weapons out onto the red Geo 
Panels and attack the enemies one at a time. Next move 


magic users out past the green panels and attack with them. 


(ATK +50% doesn't do anything for magic users, so there's 
no point in using them on a red panel.) 


Ice magic does wonders on these sweltering hot maps, so 
take advantage of that. After attacking with magic, bring 

out your short range attackers and clean up the rest of the 
enemies around the base panel. When you end your turn, 
the rest of the undead will move in to do their dirty deeds. 
When they're done and if it's convenient, use your weaker 
characters to lift any enemies that didn't end up on green 
panels and put them on one for maximum effect before 
attacking them. Remember that you can use the base panel 
as a way point to get to enemies on the far side of the panel 
from your position (see page 23). 


enemy data 


Lvl Name QTY APR EXP HL Weapon 


_2ofzombie [a faAfes)es) |} jj 
BEEN CCC EC CZ EC A 
EEN CE ECA EEEN EN A EE 
20 |ATK +50% EN KN EN ECE A EE 
DEF +50% Eel 
ojakso% Jala fafef jj 
ECN CEE EZ A EE EEE ET EN 


Random Prize 2 Random Prize 3 


Rank 9-13 Item 
And 


w 


me 
es ‘ 
Me 
| DN 
RN 74 
' NS 4 
< é G 


2. senò mai 
out to wof 
surrounding e 


Accessory 1 Accessory 2 Accessory 3 


Random Prize 1 Random Prize 2 


boss battle 


zombie made out of spare parts 


Okay, now. By far, the most interesting thing about this level 
is that zombie's equipment. We've got to get us some of that 
equipment. Oh yeah, baby. Make sure you have a speedy 
rogue with you and at least three Bandit Hands for nabbing 
what you're after. The first order of business should be to get 


rid of those pesky enemies inhabiting your DEF +100% Geo 1 id oft e 
Panels. They'll have pretty tough skin being where they are and Eb ha 
you could try lifting them off the spaces before you attack, but if panels first. 


you have a couple good magic users, you could just go in and 
work ‘em where they stand and perhaps come in to clean up 
with a nice Blazing Knuckle from Laharl. 
_ BESS 
It would probably take the same amount of allies to do that De 6 
than to move ‘em. When they're gone, start moving your party 
onto the green Geo Panels. Beware of the enemies’ Zombie 
Twister attacks. They have a range of three spaces and need 
BN a fourth panel to finish. If you block their finishing panel with a 
E character they won't be able to do that particular attack. Take 
F Te out everyone except the head zombie. Before eliminating him, 
Mb use your rogue to steal his, um… goodies. If you're having 2. trap tbe boss anà steal 
trouble, you can create a little trap for him using the two Geo bis powerful borse wie- 
Symbols and one of the bridges. Use lifting techniques to put ner to use as gou please. 
a symbol at each end of a bridge then toss the head zombie 
between them. Stay out of range of his Zombie Twister and you 


can spend all the time you need to steal his stuff. enemy data 
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battle tactics 


Before you enter this map, speak to Gargo and he'll give 
you a Staff of Sorcery. 


Sky Lunge 
. 


This map is covered with yellow Geo Panels with a Enemy 
Boost x 3 Geo Effect. This makes the enemies pretty 
strong. It's not really practical to try to make your way 
all the way to the other side of the map to do something 
about the Geo Symbols. It's just too far. Instead you'll have 
to concentrate on attacking one group of enemies while 1. take out tbe first 
avoiding the other. Start with the group of four to the rightofthe _ group of man-eaters 
base panel. Check their vulnerabilities (they're random) and try wbile avoiding tbe rest. 
to take them all out in one turn. Check the range on the other 
enemies and make sure you stay out of their way. They've 
got long range attacks of their own that will hurt. A Dark 
Cannon would come in real handy keeping the second set 

| of enemies at bay (and damaging them). 


The cyclops are pretty lazy. They will not move out of their 

a positions and their attack pattern is shaped like a “T” in 
ij front of them. If you stand one space diagonally away to 

Á E attack them, they'll just sit there and take it. Set up some 
of your peeps to do just that and throw someone else over 2. transpose the geo 
to the area with the Geo Symbols. Take the DEF -50% Geo symbols wbile working 
Symbol and throw it onto a yellow Geo Panel. On the next onhe OUA: 
turn, throw the Enemy Boost x 3 Geo Symbol onto the blank 
spot the other symbol used to be on. This will make it pretty 
easy to take out the cyclops. 


enemy data 
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battle tactics 


This map starts you off facing a nicely aligned row of man- 
eaters just begging for you to apply some multi-enemy 
attacks to their body parts. Oblige them. The enemies at the 
front of the line are the weakest. Check their vulnerabilities 
and do your stuff. 


The treants will stay put for a few turns. When they finally 
do decide to come say “hi”, they'll move down towards you 
just like a choo-choo train. This time, however, the strongest 
ones will be up front and the weaker ones in back. Let them 
get as close to you as possible before attacking so they're 
fully within your range. Check their range to decide when and Re 
remember that they have an attack range three panels in 
front of their ugly faces. Do 
to them as you did to their 


ha zh 
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them waiting too long or EN EN EN EN EN EN 
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when you arrive (like you [1 Jose Ja false yal} ||| 
care). You can use their _2 fokt | fa} tu2j}2e|-}- || 
lazy demeanor to pick them _4 [Oakrot | xt |A Iz29 fs |-|- || 
off one at a time with long _8 |oakvot | fa} fia} || 
range attacks. Check their [is fOekot | x |Af4s7 fsf | jj 
range and sneak some EE EE EN EN 
hurt right down their hollow 1 [reant [a false |u}-|-|- | - | 
heads. If you need to move EN CN ES EN EEN EZ ES EN EN EN 
them within the enemies’ Jreant EREN ENE ENEN EN 
range to attack, use lifting _8 _|Treant ENEN EEN EN EN EN EN EN 
techniques to pull your 16 [Treant | x1 |A] 46 favo} | - | -}j- | 
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battle tactics 


The spot of interest on this map is the group of battlers with 
bows and the blue mages at the head of the map who are 
sitting on Geo Panels with some nasty-for-you effects. The 
good news is that they must think they're too fancy to come 
down off their stage and will wait for you to come to them. On did 
the other side of the map we have a group of battlers who ek ‚l 
will also stay put unless you come within their range. Along 


the side of the map there are a group of four battlers who will 1. lure tbe four battlers 
appear to sit still, but will start to move in on you during the over to meet tbeir 
second turn. Let's lure them in and take ‘em out. Move the bulk demise. 


of your party to the opposite side of the map from the battlers 
who advance on you. End your turn a few times and they'll 
march their way, single file, to meet you making it easier to 
E gang up on them and take them out. After they're gone, you'll 
have time to plan how to take out the battlers guarding the Geo 
N Symbols in the back. Assemble your party around the base 
panel and end your turn, then toss your strongest over to do 


P Pp the dirty work. It may take a couple turns to eliminate them all. 
en When you're done, destroy or move the yucky Geo Symbols 
f a and put the ATK -50% Geo Symbol on a yellow Geo Panel to a er mij ed 
weaken the group at the front of the map. Once that's in place, last. 


send Laharl on up to the front to introduce them to the Winged 
Slayer. Bring a couple magic users along to help clean up. 
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boss battle 


chernobog anòà tbe two shades 


Go hide in the corner. Don't feel wimpy. It's not really hiding, 
its called ambushing… a time-honored tactic dating back to 
before civilization began. 


Seriously, send Laharl or another strong character to the 
left rear corner and end your turn to draw the nightmares in 
closer. After one does a little ice dance on your head, bring 
out the rest of your party and press down hard on them with 
your giant thumb on the action button. 


Avoid lining your characters up in a row, ‘cause these 
baddies have a fiery attack that will hit up to six of your 
members in a row. Ouch! 


After the end of your second turn, the bosses will start 
advancing, so work fast. After eliminating all the nightmares, if 
the bosses aren't upon you yet, move everyone into the base 
panel (yes, this is for ambushing still). 


End your turn until they move within range. When they arrive, 


prepare for a tough fight. These guys are very strong, so you 2. attach tbe ij 


would be wise to concentrate on taking them out one at a time. at a time… lëa 
t'Il probably take your whole party's combined attack power to them to pe naug 


eliminate one. If you can do it all in one turn, go for it. The less Ce 
of them who are around to do those nasty things they do to ze 
you during their turn, the better. 
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3,000 HL 750 Exp Rank 8-12 Item 
4,000 HL 1,000 Exp Rank 9-13 Item 
5,000 HL 1,250 Exp Rank 9-14 Item 


battle tactics 


Heheheheheee. It's good game design to throw in a few 
maps that are just fun to play. It's a nice break from all that 
serious business of getting your butt handed to you on a 
dirty paper plate (or the reverse, of course). 


First, why not perform a Winged Slayer skill upon them 


with Laharl? Yes. That's good fun. Next, eliminate the steel sor an ' 

clad fellow in the middle with a gun wielder or two and then 

throw someone like… say… 1. ôo some multíi-space 
attacks on tbis nice snug 

Etna in the center of the nekomatas to do an Asteroid Drop. group of foes. 


Yes, yes. That's definitely good fun. Now, get in there with some 
magic users and practice some of those wide area magic 
skills. Giga this and Mega that — it's all in a day's play. 


Usually it's better to take groups of enemies out one a time, 
en in case you can't eliminate them all with multi-space attacks. 
But who could resist when they're arranged so invitingly? 


dd If you don't manage to take them all out in your first turn, 


i ij they'll kick and scratch you like sassy little kitties and maybe rorat DAMAGE Vo 


hiss and spit a little… 
2. if gou don’t take ‘em 


Well, actually, their Mystic Blast special skill is pretty all ín one turn, you’ll 
powerful and will hit three of your allies if they're standing in be open to tbeir mystic 
a row. With such close quarters, its likely some of them will blasts. 


be in a row, so be prepared to lose any characters with low 
defense stats. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


BG Random Prize 1 Random Prize 2 


battle tactics 


Ahh, a little clever. They leave it up to you whether you want 
to leave yourself open and have all the enemies converge on 
you to do something akin to stuffing you naked into a giant 
tree shredder. We hope you opt to use the No Entry Geo 


Effect. Give that pup a little toss right on a green Geo Panel 

and get down to the kitty business with the girls who are Er ea 
hanging around the “inner circle.” Booyah. dgn an 
Since the girls aren't clumped up in a group this time, you'll 
want to take them out one at a time and you may end up with 
a few left over after you end your first turn. If your characters 
don't have enough defense to withstand one of their hits 
(anyone below level 30 is going to get hurt badly), it's time to 
make a few trips through the Item World to level up. Don't line 
your characters up in a row or they'll all take a Mystic Blast. 


Buls ere) 
After you clean out the chewy inside of this map, start working 
on the crunchy outside. 


Use long range attacks and stay at least three panels away 
from any of the nekomata or they'll blast you. The dullahans 
can attack from two spaces away, so don't move next to the 
green panels even if the nekomata are all gone. 


c 
TAS DAMAG 12310 


2. sta bách tb 
anô use lon 
weapons an 


When you've eliminated all enemies within your range, you 
may need to lift the No Entry Geo Panel temporarily to draw 
the last of them closer. If they get inside the barrier, toss them 
right back out and replace the No Entry Geo Symbol. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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Random Prize 1 Random Prize 2 Random Prize 3 


3,000 HL 750 Exp Rank 8-12 Item 
4,000 HL 1,000 Exp Rank 9-13 Item 
5,000 HL 1,250 Exp Rank 9-14 Item 


battle tactics 


What a drag. Ten characters but only nine Geo Panels. 
Someone’s going to feel left out. Oh well, let's do this. 


Arrayed around the red Geo Panels are eight pugilists. These 
guys are pretty easy to deal with since they have no armor or 
weapons, only some magic skills. Move your party onto the 
red Geo Panels and take out as many as you are able before “TOTALSDAMAGElS9 

ending your turn. If you don't get ‘em all in the first turn it's not ke B 
a big deal since they don't do much damage. On your second 1 alpen 
turn, place your characters on the remaining red Geo Panels if get them all ín tbe first 
you haven't already, and tidy up the area of enemies. turn. 


When you end your second turn, the black belts (and two 
remaining pugilists) will start to move towards you. It's a long 
De map, so it'll take a while. Be patient. Check their range as 
they approach. If you don't want them to get the first hit in, mdk El 4 
- pull your party back off the Geo Panels until they come within pz 
te your attack range. You may even consider pulling all your 
Pi 4 characters back into the Geo Panel to get them even closer 
pen before attacking. Ignore the weak pugilists and go after the 


4 . 7 black belts. 2.tale out the sword 


Take out the sword carrier first since he has some long carrying black belt first 
since be’ll do the most 
range, mutli-space attacks that will hurt your weaker 


damage. 
characters real bad. Once he's gone, work on the axe 
carrier then the fist user. enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
EE EE EN, BOE OE 
Tmf 22 | ATK +509 EEN EE, EN OE 


=[ 9-4: stellar graveyarò: cross- ap in t 148 


BG Random Prize 1 Random Prize 2 Random Prize 3 


- 4,000 HL 1,000 Exp Rank 9-13 Item 
5,000 HL 1,250 Exp Rank 9-14 Item 


Ed hd jp 
battle tactics 
Having the entire level covered in Geo Panels with a Silence | a iN 15m 
Geo Effect is a good thing. Trust us. You don't want eleven j > 2 
level 34 wraiths gathering around you and performing magic 
skills on you without your consent. None of them have 
weapons so without magic they'll have to come right up to 
you and whack you with their bare hands. (lt's really not clear 
whether they actually have hands, though.) 


Get your behind over to that Geo Symbol right away. You 
should be able to use only two characters to get someone 
over there if you use the right combination of allies. Throw 
the Geo Symbol onto the cliff above but positioned only one 
space away. 


Okay, here's where the going gets weird. Use throwing 
techniques to get another character onto the blank panel the 
Geo Symbol used to occupy. Use that character to lift the Geo 
Symbol but don't throw it. This removes the silence effect from 
the whole map, leaving you free to do terrible things to the 
poor wraiths. Before you end your turn cancel the lifting of the 
Geo Symbol to neutralize the wraiths (don't forget!). Schweeet. 2 wie eb n Á 
Now put some whup on as many wraiths as you can with your silenceà they 
remaining characters and end your turn. The wraiths will gang able to Kee D) 
up on y'all, but they don't hurt much without magic. Lift, rinse arö. 
and repeat as necessary. 


enemy ata 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


4,000 HL 1,000 Exp Rank 9-13 Item 
ik 5,000 HL 1,250 Exp Rank 9-14 Item 
n 8-9 |__ 7000 HL 1,750 Exp Rank 10-15 Item 


boss battle 


defender gordon and super robot tbursòay 4 ens 


Why not rob Gordon blind? Ehehhe. Oh yeah. There's only me 
two of them and ten of you, so you might as well abuse your 
power. Don't feel too bad though, he'll magically get his gun 
back when the battle is over. Before entering this map, go 


stock up on a couple of Bandit Hands, transmigrate your Ser dordens Gre NT) 

rogue to at least a bandit, level him up absurdly high in the 

tem World and the Netherworld will be your mutated oyster. 1. steal bis stuff tben 
Gordon's got a nice shiny lon 9k Samurai handgun. Without it beat bim up. what woulò 
he won't have much oomph. Take it from him and he'll be left your motber say? 


with his cute hero-maneuvers with which to attack you and 
they don't do much more than look heroic. 


If you do decide to use your five-finger discount card, send 
the whole rest of your party over to smack Super Robot 
Thursday into next Sunday, since he'll be the only one with 
much fight left in him (silly robot). If you don't steal from 


ent 


en. Gordon, still work on Thursday first. 
ds mee î ‚ Croma DAMAGE. 18 2 
f En You may have an easier time taking Thursday out in one 
turn rather than Friday, | mean Gordon. After ending your 2. don’t wait “til friday 
first turn, why not take Gordon's Muscle Dream while to go to work on super 


you're in the mood. Then he won't have so much in the HP robot tbhursòay. 
department no mo, neither, and it won't take very long to 

show him he came all this way for nuttin’. You can give his 

Muscle Dream back to him after the battle if you get a touch of robber's remorse. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


Invincible is so permanent sounding. Attacking the Geo 

Symbols when they're invincible doesn't do doodle. You 

can't even take them out with chain reactions. Well, we | … 

know a better way don't we? We know that if you throw Ven 

an enemy onto a Geo Symbol or a Geo Symbol onto an bp En. wa 

enemy, it eliminates the Geo Symbol, right? Yep. It even 0 Po 
AINDAMAG EE2E910! 


works when the Geo Symbol is supposed to be invincible. == 


So, it's decided. We'll eliminate the No Lifting Geo Symbol 1. get one in front of 
so we can move the guardians around like chess pieces and Hour fist an Knock them 
place them wherever our evil little hearts desire. Of course, back a space or two. 
our blackened little coal-shaped hearts desire to place 
them on those hot looking blocks in the middle of the lava — 
where they'll be very, very vincible and we won't be. Nah, 
nah, nah. Wasn't there a game called “The Great Gehenna < Srú 

| Sisters” on the Amiga? Eh, never mind. 


Start by moving a character with fist weapons in front of 


f %C ee 
et 
ha 4 the fiery block bridge closest to the No Lifting Geo Symbol. wen De 4 


Move a few more characters into the area, ready to move termine direction and distance 
Á ES in when needed. End your turn as many times as you need ‚ 
to in order to get one of the guardians to stand in front of deens dent te an be 
: : ift an row bim onto 
your fist guy (or girl). Perform a Triple Strike or other skill the no lifting geo panel. 


upon the guardian to move him back a space or two. Now 
you can move in with your other characters and use lifting 
techniques to toss the guardian onto the Geo Symbol. After 
that, position characters in front of all the bridge entrances, 
toss the guardians onto the blocks, and do ‘em. 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


aa [Guardian __ Jesfalsssfisef | | - || 
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battle tactics 


Before entering this map, you should consider taking your 
new allies Gordon, Jennifer and Thursday through the Item 
World to power them up enough to hang with you. By now 
you've got a pretty rough and tough group of allies and you're 
not going to look very cool with a bunch of wimps hanging 
with you. 


Near the base panel you will find four hobbits who are 
relatively weak compared to the other enemies on this map. 
Take care of those quys first. 


When you end your first turn, unless you're within their range, 
most of the enemies will stay put, giving you the opportunity 
to take a long range stab at them before they go to work on 
you. Concentrate on the group of four hobbits to the right. 


Avoid lining up your allies in a row because the dragons will 
attack them all at once. Check on the dragons' range when 
deciding where to place your allies. They have a powerful 

long range attack that can reach three spaces away, affecting subteh oe 
three spaces horizontally in front of them. Don't put any weak dragons’ po 
characters in that space. range { 


The pucks will put your characters to sleep, so have a healer ms PRE 
or some Faerie Dust ready to take care of that problem. RA 
enem 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
assor Jm }afsofeo} | - | - | - | 


zo |sovor [a fafsojeof| Pmove | | | | 

ar [pa [oef afusof er | Cetscen |Dmonstmef Amer | | 

zele | fa fioofiof Cetscew |Omenscaef Amer | — | 
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battle tactics 


That sentinel is one strong mutha. The good news is that he 
can't be bothered to actually move, so you can attack him from 
far away. You can even toss him around to positions more to 
your advantage if you like (if you know what to do about the 
No Lifting Geo Effect, that is). Makes a demon feel good to 
toss strong enemies around like rag dolls, yes? Before we 

do anything to the sentinel, we've got a few brownies to take 


care of. No, they're not associated with any kind of girls’ clubs, 1. gang up on tbe 
they're monsters. None of them will budge either, unless you brownies anô tabe tbem 
come within their range of attack. Therefore, you'll need to go out first. 


to them. Gather up your whole party just outside their range 
of attack and end your turn. When it's time, gang up on two 
brownies at a time and wipe them both out in one turn. Then 
check the range on the other pair of brownies and do the same 
thing. Now that they are out of the way, you can concentrate 
N on the sentinel. You may have noticed that he's sitting on a 
B green Geo Panel that has a rather long list of Geo Effects on 


Rd it, including a No Lifting effect. We don't let those things worry Ke e 
PE us because we know things most people don't know. For bid en 
f es: example, we know you can move enemies by attacking them 2. Knock tbe sentinel 
with a fist-user's special skills. Do it. Send someone over to off bis perch, stand on 
knock that bad boy right off his pedestal with a King of Beasts, it yourself anà attack 
then lift and throw him out of attack range. Hop your own bad from afar. 
self up on his former perch and work him over. He's got pretty 
strong defenses, so use strong attackers. enemy data 


Lvl Name OTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


[ao färownie [xe JA |asofuse| Porerspne | Megewst | - | - | 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


5,000 HL 1,250 Exp Rank 9-14 Item 

7,000 HL 1,750 Exp Rank 10-15 Item 

6-9 |__ 10,000 HL 2,500 Exp Rank 11-16 Item 
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battle tactics 


Ahhh, here's another one of those levels that's more like a | hs ni TÁ 
bonus than a challenge. 


The first group of enemies are arranged for you in the perfect 
position for you to attack them and they are conveniently 
positioned atop experience-doubling Geo Panels. 


How thoughtful! 


start by checking the treants’ magic vulnerabilities and bring 
out your best to make ‘em squirm. 


Clean up with your weaker characters to give them a nice 


experience boost and help them level up their stats to stay on pr 


par with the rest of the party. iodm 


E 


When you end your turn, the rest of the treants will start ed ee gr he AS 4 


moving towards you. 


Have your characters positioned in places that will draw the 
enemies over to the large section of green Geo Panels. If you 
can lure them onto the green Geo Panels, you'll get double the 
experience for eliminating them. 


was Gauge 


2. raw the 7 
When you end your turn, they'll probably use their Stomp-o- a pe 


rama attacks to flatten multiple allies. fof then 
Try to avoid lining up your weaker characters in a row to 
minimize the damage you will take from these wooden beasties. 


id 
N 


enemy data ete 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 0 
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boss battle 


sassy demon miò-boss - vyers (ôark adonis) Nl, [overons wratn 


Guess who's back? Yep, you guessed right. It's our friend 
Mid-Boss. Can you believe how persistent this quy is? It's 
kinda weird, actually. What's up with that? 


This is an especially difficult map if you haven't been building 
your characters by taking them through the Item World and 
transmigrating them periodically. If your party hasn't reached 
levels 35-45 yet, you may not be ready for this map. If you 


TÓÏRIDAMAGE 0 


1. work on tbe fafnir 
first, tben move on to 


are prepared, read on. tbe puchs. 

The fafnir are closest, and can do terrible things to you, so 

take care of them first. Check their magic vulnerabilities and | 

pound on them one at a time ‘til they're gone. When you end 

your turn, the pucks are going to gather around, poison, put Dx e 
your allies to sleep and cast Camaraderie on them, so be ie 


ì ready. Mid-Boss will use his Adonic Fury and that hurts too. 
You might want to throw a Dark Cannon into the middle of 
the map to distract the enemies for a turn or two. 


4 EE: After eliminating the fafnir, work on the pucks. They'll give 
N you lots of trouble while Mid-Boss will only attack one 


2. save mid-boss for last 


since be’Il only attac 
character at a time. When the pucks are mostly all gone, one ins at ar u 


concentrate your whole party's force on Mid-Boss. It may 
take a couple more turns to get him. Unfortunately, you'll find 
he's eaten all the food with no remorse. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


Talk to Manty before you enter this map to receive the Vile 
Brilliance. 


Hmmm, there seems to be some sort of trend going on 
here. This is another level that's more of a bonus than a 
challenge. There are two rows of enemies lined up in front 
of the base panel and they're standing on blue Geo Panels 
which have an EXP +100% Geo Effect. If you're really 


powerful, you could take out all the enemies in one turn 1. it’s bard to resist 
with only two characters. However, just so we have something ed eijk 
to write about this map, we'll pretend you're not that strong yet these suchers. 


and have to work to beat this map. 


If you don't take out all the enemies on your first turn, they'll 
perform a lot of Giga Stars on you and then shout things at 
you that hurt your feelings (no, not really). The mandrakes 
will do things with Jack in their name, presumably as in 
“Jack-o-Lantern.” If any enemies step off the blue Geo 


ar Panels to attack you, throw them right back on when they're 
ij done with their business so you get that big experience 
Á KS boost when you eliminate them. 
er 2. expect to get bit with a 
Since this will probably be a cake walk for your heavy- giga star if gou leave any 
hitters, you might as well use some of your weaker star skulls around. 


characters to take care of biz to bolster their stats. 


This is a great level to return to for a quick experience boost 
if you don't feel like romping through the Item World. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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battle tactics 


Oh, those sneaky enemies. Do they think you don't see 
them? If you rotate and scroll the map, you'll see there are 
actually eleven enemies hiding behind stuff. 


Start taking out scarecrows one at a time. Make sure 
you've eliminated the one you're working on before moving En 
on to the next one. Once you've wiped out the three TOTAL DAMAGE 
closest scarecrows, turn the attention of the rest of your ik 
forces to the three skulls on the encroachment. They don't 
have a lot of HP, so they should be pretty easy to take out. 
If you have magic users left, use fire magic on the green 
skull, ice on the red and wind on the blue. If you don't get 
‘em all, they'll do some rather impolite things to you, so 

do your best. When you end your turn, make sure you're 
out of range of the rune knight or she will come calling and 
she's got some hecka gnarly skills to use on you. Have 
healers standing by if she does. 


Now concentrate all of your party on taking out the Rune P- ren 
Knight. We don't want to leave her running around willy-nilly 
since shell unload a big helpin’ of hurtin’ on your heads if 2. on your sei 
she does. work on the Tu 
N or sbe’l| pou 
Once she's gone, clean up the remaining scarecrows running bn 
around the woods and you'll be good to go. Keep up the ik 
good work, you're doing great. 


ene 
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battle tactics 


„EN, 


Here's a funky level. They've stuffed a bunch of these alps €, 


Pe) 


in corners sitting atop blue Geo Panels with No Lifting, DEF 
+50% and Recovery 40% Geo Effects. The only way to get 
the alps off the panels is to give them some whacks with your 


penanntaet WO 
7 f SPECIAHit! +72 
(Actually, if you've got Hoggmeiser at level 30+, you can use TOTALSDAMAGE24 8 


his Earthshaker skill to trade places with them. They still won't 
move even if you get them off their panel this way. If you want n E 

time making sure to stay 
to have a little fun, you can use Hoggy to move a bunch of out of range of those 
them and move your party members onto the panels and just who remain. 
gloat at them at the end of each turn as you have the damage 
they did to you auto-healed.) 


1. attack them one at a 


Fortunately, the Geo Panels are so comfy for them, they won't 
budge an inch, so if you stay out of their attack range, you can 

- take your time eliminating them one by one, and when they're 

Ee gone, park your butt on their panel for a turn or two for some 


5 p relaxing recovery effects. ml 

SO, TOTAL DAMAGE 0 

4 So The alps’ attack range is four panels. Work on them one at a j 

- time. Make sure none of your characters are within range of 2. use boggmeiser to 


have a little fun at tbeir 


another one of them when you end your turn and just keep expense if you like 


going on down the line until they're all gone. 


enemy data 
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boss battle ® 
A 


first defender don joaquin 


Most of the map is covered with blue Geo Panels. The two 
Enemy Boost x 3 symbols in the back give all the bad quys six 
times the strength they would normally have. It's imperative that 
you take out those Geo Symbols right away or you'll simply be 
ruined. Use lifting techniques to get someone to the back of 

the map to lift a scarecrow and throw it onto a Geo Symbol (or 5 Sn 
vice versa) to eliminate the symbol. Do it again to eliminate the 1. use likti 
second Geo Symbol. It'll probably take a total of nine characters to get to%be 
to get the job done. Bring out a healer for the tenth. and t HEE! 


ë 


On your second turn, work on the scarecrows on the right 
side of the map. Use lifting techniques to get as many 
characters to the area as possible. Vhen you end your turn, 
a few of the alps will probably come around to use Giga Wind 
on you. Take them out next. Stay out of range of the boss 

for now. End your turn and a few more alps will wander over. 
Take them out too, and heal as necessary in preparation for 
the boss. When you end your turn and no more enemies 
come over to attack, arrange your party just outside the 
range of the boss and the corpses beside him and prepare 
to take him out. When you're ready, hit him hard with all your 
party members. Take out as many zombies as you can at the 
same time. When he's gone, end your turn and more alps 
will stop by for a chat. Stay put, take them out and heal. When you're ,„ 

healed, go finish off anyone else you passed by. ene 


” ee at « 
en 
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2. arrange 
just outside fa 
boss te prepare 
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jansen S 
5 Ara 
BG RandomPrize 1 Random Prize 2 Random Prize 3 
- 0 Jo | _10,000 HL 2,500 Exp Rank 11-16 Item 
nn Meene pg 5,000 HL 3,750 Exp ank 11-17 Item 
L, Baans eend Á 20,000 HL 5,000 Exp Rank 12-18 Item 
| 9 | _ 25,000 HL 6,250 Exp Rank 13-19 Item 


battle tactics 


This level is not much trouble as long as you stay on the 
paths and off the green Geo Panels with an Ally Damage 
20% Geo Effect. 


The soldiers won't move toward you unless you come 

within range of their attacks, so you can pull several party ke 
members out and array them around the base panel in WIOTAL MA zi 
preparation and only one soldier, if any, will attack. 


. . 1. pull some allies out 
When they attack, their weapons can have negative effects on of the base panel anò let 


your allies, so be prepared with Espoir or Faerie Dust. tbe enemy come to you. 


After your first turn, move your party forward a bit to draw in 

a few more soldiers. Be sure to have a healer backing you 

up since the soldiers will likely get the first hits in. Check the 

soldiers’ vulnerabilities to magic attacks and use them to 
Ee your advantage. 


Move your party forward only a little at a time so the whole 

group of soldiers doesn't move in on you all at once. Keep 
ij using this technique until you've made your way to the rear 

d of the map and within range of the last soldier (an officer). 


2. slowly work your way 
He's built of tougher stuff than the others, so concentrate to tbe back of tbe map 


more attacks on him and beware of his more powerful gun. letting tbem come to you. 
Fortunately, soldiers don't use magic so you don't need to 
worry about multiple-character attacks coming from them. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


RQsTDragon |steaimcef - | - 


BG Random Prize 1 Random Prize 2 Random Prize 3 


Em 10,000 HL 2,500 Exp Rank 11-16 Item 
15,000 HL 3,750 Exp Rank 11-17 Item 
5-8 20,000 HL 5,000 Exp Rank 12-18 Item 


25,000 HL 6,250 Exp Rank 13-19 Item 
we w by 


battle tactics Ee 


Points of interest on this map are the green Geo Panels | S/ Chim ri 
having a Ally Damage 100% Geo Effect, meaning anyone left | Car CD EE 
on these panels will disappear, and red Geo Panels having a Ier 
Silence Geo Effect, meaning you won't be able to use special 
skills to work on these tough enemies. 


Since none of the soldiers use magic, if you could find a way 
to use magic, you'd have quite an advantage over them. Let's 
see if we can figure something out and get rid of those nasty 


Ally Damage symbols at the same time… techniques 


all tbe q iig 
-… tiM 


Using at least four characters you should be able to use 
throwing techniques to toss someone to the back of the map 
where the Silence Geo Symbol sits and throw it into the 
green Geo Panels next to the green Geo Symbols. Then, with 
three more characters, throw someone else to that area to lift 
and throw a recruit onto the red Geo Symbol. This will set off 
a chain reaction that will turn all the panels red, then green. EE de de 
You'll take a little damage in the process, but so will the Ee 
enemies and you can (and should) heal, while they can't. 


2. now you’rg t 
magic, anòth 
only jwear 


After the chain reaction, you're free to use magic, so wiping 
out the enemies now won't be too much trouble. Check their 
vulnerabilities and go to work. None of them are any stronger 
than the rest, so move your party closer to each other for 
easier healing and take them out one at a time. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 PON Accessory 3 


aafreour [oe Af soosefarf Shome | Swert |__- | __- | 
laa free |oo |A | soe far} Roses | Smertn |__— | | 
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as 


| A 
-[ 12-3: stellar graveyarò ii: star cl 


Random Prize 1 Random Prize 2 Random Prize 3 


® pr 15,000 HL 3,750 Exp Rank 11-17 Item 
pertes OR 2-5 20,000 HL 5,000 Exp Rank 12-18 Item 
Ef 25,000 HL 6,250 Exp Rank 13-19 Item 


battle tactics 


Ouch. Invincibility Geo Effects don't protect you from Ally = Ei p rd 
Damage Geo Effects and they've put the Geo Symbols way, 3 jn 

way down at the other end of the map. Well, you can't let 
that stop you! Use a massive tower of lifting to get someone 
all the way to the far end of the map to lift and throw the Ally 
Damage 20% Geo Symbol either onto a green Geo Panel 
or, better yet, onto an enemy to get rid of it. It will probably 


take all ten party members to pull it off and you'll need to use 1. use a giant lifting 
some to temporarily lift the recruits in front of the base panel tower to tbrow someone 
out of the way. to geo symbols. 


Once you get the Ally Damage 20% Geo Panel off the red 
Geo Panels you can end your turn and not worry about 
getting hurt. When they're done with their useless attempts 
at damaging you, lift and toss them onto green Geo Panels 


4 so they're not invincible and take them out. Don't toss one 
onto the Enemy Boost +50% Geo Symbol while it's on a 
pp green panel or it'Il turn all the panels red and everyone will be AS +2 
es invincible. You'll never win that way. EE 
f Ne Once you've got the Geo Symbols arranged more in your favor, 2. tbrow the enemies 


down below anò attack 


group your characters around alcoves and throw an enemy them osbtle tvutnetble 


down onto the green Geo Panels, then attack them once they're 


no longer invincible like you. enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


aafrecut Jala lemefzie| Swerme | ömer | - | - | 
aa freon [ra fafsoefzieef wies | Swe | | | 
aa [reent [fa fsosfzief smerme | Semcef | | 
aafofrcer | fa foocefasoof Adamntme | Grmyver | Steam} | 
ze [ofer [u | a |ese|2soof _Rososam | GimVest | StoelAmor || 

ST ae [ay Damege zo |t [A |2eefiorf | | | 
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=[ 12-4: stellar graveyarà ii: sidege alt 


Random Prize 3 


15,000 HL 3,750 Exp Rank 11-17 Item 
20,000 HL 5,000 Exp Rank 12-18 Item 
6-9 | __ 25,000 HL 6,250 Exp Rank 13-19 Item 


boss battle 


rival Kurtis 


The enemies are just a little too far outside your range to 
attempt attacking them on your first turn. Bring a character 
out onto the base panel and end your turn. All the soldiers 
will move in closer, giving you an opportunity to strike first at 
least at one or two of them before they all gang up on you. 
Pull your party out and position them behind the base panel 


s > 58 eN 
j nerd pan a = 
Chiordane 
tv aa 
he es de Wind -50x 
4 Ira [ize  Tán Bree 0 


so you'll be out of range of most of the enemy when you end 1 KR te tb 
your turn next. closer $0 


Now they'll really be crowding in on you, but they should be 
clumped together more so you can concentrate on taking out 
a group of them rather than just one at a time. It would be 

a good time for a Dark Cannon to further distract them from 
attacking your allies. 


After two or three turns, Kurtis will move in to attack and he's 
got some devastating multi-character attacks. Avoid grouping 
your characters together or he'll wallop the whole group with 


his Nuclear Fusion special skill. It hurts lots. By the time TE : 
he's in the area, you should be able to have cleaned out 2. gang up 4 $ 
most of the soldiers, letting you concentrate on Kurtis on the or he'll unlèa 
next turn. Attack him with all you have. Use your allies’ most powerful speci! 


powerful special skills and perform them one after another 
to jack up the combo counter. If you can't take him out in z 5 
one turn, he'll probably eliminate several of your weaker characters with® 
another Nuclear Fusion. 


ene 


Lvl Name QTY APR EXP HL Weapon Accessory 1 EE Accessory 3 
44 frecut [3 | A } 5038 [2162 | ROGSSaint | Sivertx | Steelamo | | Ö 


59,116 | 22,275 | Panda Claw Steel Belt 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


20,000 HL 5,000 Exp Rank 12-18 Item 
25,000 HL 6,250 Exp Rank 13-19 Item 
30,000 HL 7,500 Exp Rank 13-20 Item 


battle tactics 


Now here is a strange level. The only enemies are 
cannons. There are four smaller cannons and two great, 
big cannons. Great, great big. If you end your turn out in 
the open on this level, the two great big cannons will wipe 
out your entire party without even getting warm. It's like, 
whoooaaa. You can try to attack the big cannons and you 
might make a little scratch in their HP level, but you're not 
going to eliminate both of them. Now way, no how. So what 
are you going to do? Sneak past them! 


1. since you've got tbe 
manpower, wby not fool 


See that yellow glowing square on the side of the map arounê? 


opposite the base panel? You don't need to eliminate all the 
enemies on this map in order to win… all you have to do is 
have one character make it to this glowing yellow panel and 
it will be all over. 


If you use the right combination of characters, you can get 
someone over to that yellow panel using only three allies. 


ba Since you'll have seven other characters you can pull out of 
ij the base panel, feel free to experiment on this map before 
Á E, % moving someone onto the yellow panel. 
2. get a character over to 
See if you can steal the attributes of one of the cannons tbe yellow panel to exit 
with a rogue or see if you can take out a cannon. The little tbe map. 


ones have around 2200 HP. If you can do it, you can get a 
nice little EXP boost for whichever character pulls it off. 


Good luck! 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


ce Loofzoen [a fafiesjsesmf — | | | 


BG Random Prize 1 Random Prize 2 Random Prize 3 


20,000 HL 5,000 Exp Rank 12-18 Item 
25,000 HL 6,250 Exp Rank 13-19 Item 


2 
30,000 HL 7,500 Exp Rank 13-20 Item 


battle tactics 


These guys really shouldn't be much of a challenge (where's 
the bonus?!). You should be able to take out the four closest 
enemies on your first turn with some effective use of magic 
and strong attackers. 


When they're gone, if you have any long range attacking 
power left, use it on the cyborgs with guns. When you 
end your turn, they'll come towards you and attack 
you with their guns, possibly putting some of your 
characters to sleep in the process. 


Be prepared for this and have a healer available 
with Espoir or at least some Faerie Dust in 
your inventory. You should be able to take 
care of the last two enemies during your 
second turn. 


Don't let the ease of these 

past couple of maps make you 
become overconfident. You should 
still be visiting the Item World 
periodically to boost the 
stats of your characters 
and items. There are 
still maps ahead that 
will challenge the very 
fabric of your being. 

Be ready. 


enemy bata 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


solowerg | xe fAFesafstorf SwerAm | Goltx | - | | 
sofowog [2 fafesufsof Psrmu | com | | | 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


bl 20,000 HL 5,000 Exp Rank 12-18 Item 
T nn 25,000 HL 6,250 Exp Rank 13-19 Item 
30,000 HL 7,500 Exp Rank 13-20 Item 


battle tactics 


Dude. The psi-soldier has got a Light Saber. You have to 
steal that bad boy from him. 


ins career] 


Every kid wants one! Could you imagine how badass Laharl R … 


will look standing there, all nonchalant, with a Light Saber in nn 
NE Es 


his hand. Go level up your rogue and spend some cash on a 
nice Bandit Hand if you have to. 


Okay, you should probably be responsible about it and 1. use good elimination 
eliminate a bunch of recruits first. There are five standing in techniques to ’®isappear” 
a row in front of you, just asking to be taken out. Can you tbe row of recruits. 


say “Dimension Slash?” Heheh (Level up Laharl enough and 
you'll know what we're saying.) Do that and do some multi- 
panel magic skills on them and they'll go “poof” in no time. 


When they're all gone, end your turn, and the gun-toters will 


Te come calling with their Light Saber-wielding buddy. They hurt 
pretty bad, so heal up and don't waste any time stealing that 
pp saber. If you manage to get it during this turn, don't worry 
Se about taking out the psi-soldier, since he'll be pretty impotent 
AE without a weapon. 2. steal tbe light saber 
Work on the two cyborgs with guns and save the other and healen nen: ad 


guy for last. If you get it, you could even have one of your 
characters equip the Light Saber during this map and give 
him a taste of his own light-blade. 


You can do it! 


enemy data 


Lvl Name OTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


lk | 50 Cyborg 8,514 | 3,107 PS-714 Gold Tux Stealth Cape | Crosshair Scope 
rie S 5 Psi-Soldier 17901 | 6,445 Light Saber Gold Tux Ghost Cape Steel Belt 
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BG Random Prize 1 Random Prize 2 


boss battle Í 


rival Kurtis gE 
Mae Waf 
Here's where the going gets tough again. Kurtis is back and Pi 
he's even stronger than before. On top of that, he's got some Eq En Des 
serious advantages with his psi-soldiers and cyborgs spread Ke > 


out in all directions. To top it off, the entire map is covered 

with red Geo Panels powering up the enemies 150%(!) 
Ouch! There are more Light Saber carrying baddies here, but TE 

you're going to have your hands full enough trying to survive 1. èlianis 

without fooling around. The first order of business should be symbols t 
to eliminate those Geo Symbols. Pick three strong characters tbe solòiëjg 
who can move at least six spaces and send them over to each 5 ie 
of the three psi-soliders, lift them, and throw them onto the 
symbols. This will eliminate the unfair 150% boost the enemies 
have but it will also leave your characters hanging out alone in 
the midst of some strong opposition. Send in some backup. 


You probably won't be able to eliminate all the enemies in Ds 
one turn, so back up the weakest with the rest of your party, Zal 
TOTAL DAMAGE Ol 


leaving the stronger ones to fend for themselves. If you get 
slaughtered, go level up in the Item World to around level 
55-60 before taking on this map. If your magic users have 
enough range, put them in the corners of the main area 

so they'll be pretty well protected on two sides, at least. 
Fortunately, Kurtis will stay put for a few turns so you can 
deal with the rest. When he finally moves in, gang up like you've never 
ganged up before and show him who's Overlord. 


2. next, gaaf 
Kurtis. bit bim 
haròà ag pos 


e 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


sofopog ro fa}ess}aof psre | Gier} - | - | 


a |A [mss | 4297 |_tgntsever | Godtm | Grottes |__ | 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


25,000 HL 6,250 Exp Rank 13-19 Item 
30,000 HL 7,500 Exp Rank 13-20 Item 
8-9 | __ 40,000 HL 10,000 Exp Rank 14-21 Item 


battle tactics 


Whoa. There be holy people here. These angels are actually 
not too tough compared with the enemies you just finished 
battling through on the previous few maps. 


Hang back around the base panel and 
attack the four nearest angels who are 
carrying spears with your long range magic 
and weapons. Check out their 
vulnerabilities, as usual. If you 
don't eliminate them all, end 
your turn and they'll come 

in to attack, and the angels 

in the back will stay put. 
Finish them off and heal if needed. 


B had a 
ler gti _ MAGE. 0 


On the next turn, all the enemies 
will advance regardless of whether 
you're within their range, so } 
bd make sure you're not, and you — An Wise. a” 
/ can get the first strike in. The ones jn 
F ge with bows are a bit stronger than the 
© others, so work on them first if you can 
reach them. The angels have healing 
powers of their own and may undo 
all that damage you worked so hard 
to give them, so try to take them out 
one at a time if you can. En 


enemy data 


Rp. „characters anò use 
tbeir most powerful 
attacks, on TR 


Lvl Name QTY APR EXP Weapon Accessory 1 Accessory 2 Accessory 3 
olan Toe neste fase | metssoon | uismama}] Facom | 


Selm el zo,n [22.275 |_Pande Cam RE 


final episode 


BG Random Prize 1 Random Prize 2 Random Prize 3 


jo | zoon | zoep | Aankistotem | 
js | moooon | rasooep | hankrezz tem 


battle tactics 


What are these obviously evil beings doing hanging around 
Celestia? Don't they know better? 


Mm EXP +100 


Once again, you need to level up a bunch before 
attempting this map or you'll get worked over pretty well 
by Mid-Boss... he's not so wimpy any more. He's got some 
powerful magic skills that will take big chunks out of your 
party if they're not up to snuff. Visit the Item World and get 


the characters you plan to use for this map up to level 65- 1. gang up on miè-boss 
70 before entering. anà prepare to bit bim 


witb P/ st attacks. 


Ignore the strigoi and gang up on 
Vyers. He's got to go right away or 
he'll spoil your fun. There's plenty of 
room to surround him and he should 
be within range of most of your 
characters. Unleash everything you 
have on him to take him out in 


Ra 4 one turn. If he survives, he'll do / 
ij an Adonic Buster on you that will “ToráL Damage Ù1e 
Á pak bring the moon down on your [ î NF NN NN 
: head. Ouchie. y Your most paluer- 


ul niagic and stronge 
weapons to take bim out. 


iN ng Pòata 


Lvl Name QTY APR EXP Weapon Accessory 1 Re 2 Accessory 3 


es suoi [xe |A | 27037 | eoso [oemonsterd[rearerscik__- | - 
EN CEE EE EN En men 
ECE EK 
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After you take care of him, move 

on to the strigoi. They've got some pretty 
hairy magic skills of their own that'll attack 
multiple allies, so avoid grouping your 
characters together. 
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E) 
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of zoon | eze | romisisten | 


battle tactics 


This maps seems oddly familiar. Didn't we visit a map like this, 
except it had a quy in a red suit with rainbow trim that warped 
you all over the place? This time they've put two Geo Symbols 
that both have Warp Geo Effects, so you've got to eliminate 
both of them if you don't want to be zapped around the map 
like nutty. It's probably better to start attacking folks first and 
take out the Geo Symbols if we happen to get warped close 
enough to one to toss it onto an enemy. 


E-bri 
character 
turn soi 


This time they put a Geo Panel under the 
base panel so you can't pull a character 
out and stay put, but you should do it 
anyway. Pull someone out, don't move 
them, and end your turn. This way, 

you can bust your whole party out on 
whichever enemies get warped close to / 
the base panel. Don't take out any more _ (/ 
characters than those you need in order 
to eliminate the closest enemies. 


ILength: 5 panels 
Height 32 dm 


If your characters aren't standing up to these 
enemies very well, it might be a good idea 
to not even try to eliminate the Warp Geo 
Symbols. If you leave them alone, there's 
less chance that the enemies will be able to 
gang up on you. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


so fange | x6 [A | 107 [4207 | wivalsnog |MistelAmo] | - | 
go |AngelGader [2 |A |tstzefsae| zeem _ |Juiersmorf Stomncme | | 
eo |Angetsoer | x fa [sossefozorf Godenme | Goa | | | 
eofwep [a fafsmjissf — | -— | -| 


final episode 


LA 


-{ 14-3: celestia: angelic choir }- 4 fl 
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battle tactics 


Upon entering this map you'll find that there are certain spots 
scattered about which are more desirable to find yourself on 
than others. You'll also notice that there are others already 
occupying most of these spots. Only two spots are not 
occupied. Look inviting, don't they? Well don't fall for it. Those 
spots are inside the range of groups of enemies who will 
hammer the happy out of you if you decide to just move a 
character onto the spot and end your turn. The DEF +50% and 1. bring one character out 
Recovery 20% Geo Effects aren't enough to save you from multiple of the base panel and enô 
enemies ganging up and slamming down on you. Instead, bringa your turn to lure them 
character out of the base panel and end your turn. Several angels closer. 
will take the invitation to move closer, putting themselves within 
range of your deadly touch. The rest of them will sit on their [eteor inpast) 
comfy panels. Go ahead and touch the closer ones with your 
deadliness. When you end your turn, that's when the rest of 
the hoodlum angels will start to move close. Make sure none of 
your characters were within their attack range when you ended 


he 4 the turn. Take out the angels who have ventured too close. End 
Ĳ your turn to bring more closer. By now some of them will have TOTAL DAMAGE 0 

Á Jk come close enough to get in the first hit on one or two of your EE 

: clan. Move those that get hit onto the nearby Geo Panel for healing 2. eliminate tbe 
at the end of the turn. You should be able to eliminate more than Sa enemies wbile 

tegn aying out of range of 

half of the enemy before they arrive in too large a group to handle. tbe others. 
enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


eo [velie | 
eo [AngelCadst 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


30,000 HL 7,500 Exp Rank 13-20 Item 
40,000 HL 10,000 Exp Rank 14-21 Item 


6-9 | __ 50,000 HL 12,500 Exp Rank 15-22 Item 
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battle tactics 


Amazing. Feel like a lab rat? They seem to be pretty strict 
about where you can go. Okay. We'll play along. Start by using 
long range, hard hitting magic on the nearby valkyrie. You 
might as well put in the effort to eliminate any enemies who 
are within range of your gnarly strong magic users with the 
worldwide range magic skills. A few of the angels have pretty 
wide ranges themselves, so you might get tapped on the head 
by a fire drop or two. Keep a healer standing by out of their 
attack range to fix up those little love taps. 


After eliminating all the nearby enemies you can, move your 
party out of the base panel and start traveling along the 
path. The enemies with bows have an attack range of three 
panels. Check their range and don't leave anyone within it. 
Attack them with long range magic if you can. The more you 
can take out from far away, the better. Use up a few turns 
doing it if you need to. 


As you round the bend of the maze, you'll come within range 
of their powerful attacks, so pay attention and avoid stopping - 
in a vulnerable spot. You may want to consider sending one 2. avoid t 
character with long movement range ahead to move the Geo your mazê î 
Symbol and release you from this silly entrapment. witbin tbe:enf 
attack ra 


TOTAIEDAMAGE- 0 


Á| 


Once you are free, concentrate your remaining forces on the 
level 70 crusader with a sword. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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Std Pi 30,000 HL 7,500 Exp Rank 13-20 Item 
Vl am OR 40,000 HL 10,000 Exp Rank 14-21 Item 
DE jes | _ 5o0oont 12,500 Exp Rank 15-22 Item 


battle tactics 


Oh dear. There are several very mean looking monsters 
here. This will be hard if you're not at level 75 or above. You 
should consider bringing a few of your newer allies through 
the Item World once or twice to power them up nice and high 
— they've got some really cool special skills that would come 
in quite handy here. 


Start by checking the enemies’ magic vulnerabilities and pick ‚ 5 
one to perform long range magic attacks upon. Next, throw 1. begin by attacking 
some strong allies in close enough to attack the same enemy a single enemy from 


with long range weapon attacks. Try to take out at least one hb gedi 
before the turn is over. 


When you end your turn, they will surround your characters 
and brutalize them. Have a healer hanging around outside 
their attack range to patch up the damage. 


When you end your next turn, your healer will be brutalized. 


is p Have some healing items in inventory as a backup. 
3 From here it's just a matter of hammering them down one at 
f a a time. If any of your allies get their HP drained dangerously 2. it’ Il be a willy nilly 
low, but not eliminated, pull them back into the base panel back ‘n slasb fest after 


and bring out fresh characters to join the fray. tbe first turn. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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- 40,000 HL 10,000 Exp Rank 14-21 Item 
3-6 50,000 HL 12,500 Exp Rank 15-22 Item 
7-9 60,000 HL 15,000 Exp Rank 15-23 Item 
eht ® 


battle tactics 


Pffft. Only three level 75 enemies? We just took on five Nn. À 
gnarly level 75 monsters, so this should be a cake pe AN "j* 
walk, right? Well, mostly. These Er PS 3 
gals are pretty hard hitters kk 

and will eliminate any of your ax 


ae 
weaker characters. ee mf 
Ends your turn 


ir: 4) 


\ FP , 


am 
mnl 


First bring a character out onto 5 
the base panel and end your turn 
without moving them. This will 
bring the enemies fully within 
your range. Then jump your 
whole party out and have a 

party on one crusader'’s panel 
until they disappear (You can 
stand in the plants around 

here even though it looks like 
you shouldn't be able to, so you 
can surround the enemy even if they're in 
this area.) 


When you end your turn, they'll go 
for the weakest characters on the 
map. If they don't eliminate the 
character they attack, either heal 
them or move them back into the 
base panel and bring out a fresh 
character to attack. 


enemy data | 
Lvl Name QTY APR EXP Weapon Accessory 1 Accessory 2 Accessory 3 2) 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


: an ed 40,000 HL 10,000 Exp Rank 14-21 Item 
"adden OR 50,000 HL 12,500 Exp Rank 15-22 Item 
60,000 HL 15,000 Exp Rank 15-23 Item 


battle tactics 


End your turn a bunch of times and a group of angels will 
come marching down the steps like they're on a crusade. 
When they're within your attack range, they'll group up in a 
nice bunch. After eliminating them, end your turn again and 
a few more will step up for your autograph. Give it to them. 
Stay out of range of the angels lined up down at the end of 
the hall until after you've had a chance to regroup and heal 
if needed. 


1. end your turn anò let 


When those enemies are gone, if you end your turn a bunch everyone come to gou. 


more times, one more enemy will come marching down to 
meet you (a powerful level 70 crusader). Prepare for her by 
healing, curing and replenishing your SP. When she arrives, 
give her a signature Laharl greeting to let her know she's not 
welcome. 


se After she departs, assemble your whole party just outside 
6 the attack range of the group of level 55 angels and end your 
Ee turn. When it's your turn again, use throwing techniques to 
ee move in and attack all the angels at the bottom of the map 
4 NG and eliminate them. 


A 
L 
TOTAL DAMAGE 0 


2. after elisminating 
the seventeen otber 
enemies, it's time to tale 
on vulcanus. 


Once all the enemies at the bottom are eliminated, the last 
two enemies will start to move down — another level 70 
crusader and Vulcanus himself. 


Move your party back to the base panel. The crusader will arrive first. Eliminate her and end your turn 
a couple times and heal and Vulcanus will arrive shortly. He has some very, very mean things to do to 
you and has over 11K HP to give him the time he needs to do them. Teach him some manners. 


pr 
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final boss 


serapb lamington 
This is it. 
The final battle. 


The Seraph is very strong at level 90. You'll need to be able to 
stand toe-to-toe with this angelic creature, so make sure most EN DYNEE 0 
of your party has leveled up to around level 80 or 90 before 


entering this map. 1. lure Ene cr 


Pre: close anò take f 
Start by bringing a character out onto the base panel and end witb long range 
ld 


your turn. One of the crusaders will move forward to attack. 


(If she doesn't, it means you're too strong for her to even try. 
Bring out a weaker character.) 


_ 


When she's done, check her vulnerabilities and take her out from long 
range with some powerful magic attacks. zi 


oe 
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al boss (cont) 


When she's gone, heal as needed and end your turn. 
Depending on your party's defense stats, more enemies 
may start moving forward to attack. Concentrate on one at 
a time. By the third turn, none other than Lamington himself 


should come forward. He asks for forgiveness and proceeds WN: } 5 
to lay his special skills upon you. This is the time to bring TAL DAMAGED | 
your entire party out of the base panel and do a little “lammy 


dance” on him. He's got 20K+ HP, so chances are it will 2. on tbe next turn, more 
crusaders will come 


forward to attack. 


take you several turns to eliminate him and the remaining 
crusaders will be hammering you at the same time. They're 
relatively puny compared to Lamington, so use your strong, 
short range attackers on Lamington and your long range 
magic users to take out the crusaders from a distance. 
They've got some long range attacks themselves, so have a 
good supply of healing items. 


3. ont bird turn, 
lamington bimself usí 
gue in anò òo big 


be comlijneò force 
ygouk entire party f 
Kmindte lamington. 


X 
\ 
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To open Etna mode, complete the game and get the 
normal ending. When you start New Game+, you'll 
have the choice to play as Etna. 


You will not have Laharl in your army for the duration 
of Etna Mode. If you had been neglecting most of 
your characters, you'll be in for a rough ride because 
enemies start at Level 65, and their levels quickly ramp 
up over the course of the scenario. You will not have 
access to the Dark Assembly when you start, which 
can be crippling because you won't be able to create 
characters or improve the shop’s inventory until you 
clear that first stage. You are, however, given access 
to the tem World. 


Is strongly recommended that you prepare for Etna’s 
scenario before you finish the main game, and that 
you create a separate cleared game save file. Use 
Stage 14-1 (Field of Virtue) for your leveling needs, 
and make sure your characters’ stats are well past the 
1,000 mark. 


To get Etna or your other characters up to speed, you'll 
need to do some quick item world dives to level up 
your equipment. The best place to start is to obtain 
the ultimate Hospital Rewards (ensuring that they're 
rare versions), and get them to at least level 10, and 
preferably 30. Those items are Muscle Star (200,000 
HP recovered), Chaos Orb (50,000 SP recovered), and 

Testament (after getting the previous two plus 
300 revivals). 


The easiest way to get those 
rewards is to simply equip items 
that increase a character’s Max HP 
_ and SP, heal them at the hospital, 
dan and re-equip the items so you can 
A A heal them again. If you want to 

if > drive up the Revival counter at 

the hospital, create 10 Good-for- 

Nothing Mages or Skulls, and 
set their base HP stat to 4. Go to any 
stage that has a humanoid enemy and 
throw one into the base to kill everyone 
inside. Afterwards, go to the hospital 
and revive them all. 


ij 


Mustafa 


1. gou will be in big trou- 
ble if all you òiò previous- 
Iy was focus on labarl. 


2. avoid tbis by using tbe 
bospital to get tbe best 
rewaròs before finisbing 
tbe game. 


3. increase the power of 
those items to give your ne- 
glecteò characters a boost. 


4. go to stage 14-1 anò 
gain some quick levels. 


bonus dt ù ge info= 


Pd 


BG Random Prize 1 Random Prize 2 Random Prize 3 


battle tactics 


This short stage’s main purpose is to test the durability of 
each of your characters. There's a lone Geo Panel that has 
ATK & DEF +50% effects on it in front of the Base 

Panel. Putting a lone character out on that panel 

while the enemies surround him 
is kind of like a stress test to 
see how long he'll last. 


After the Ghosts have kome De 
surrounded the character, you k indd | 
can execute a neat trick by 


pulling him back temporarily 
and tossing a Prinny into their 
midst to lower their HP. Cancel 
that character’s movement to 
return him to the Geo Panel. You 
can now easily kill those enemies. 


en 
The Zombie at the back won't move for 
a couple turns. If the Zombie uses Zombie nl 
Swarm, be sure to cure the Poison and 
Paralysis ailments it causes. Paralysis isn't so to a prinny bomb. | 
bad to deal with on this stage, but Poison is vO 
deadly if you're only using one character. 
enemy data 
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BG Random Prize 1 Random Prize 2 Random Prize 3 
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battle tactics 


You should start by destroying the Ally Damage 20% symbol 

to lower the HP of most of the enemies. Afterwards, throw the 
Exp +50% one onto the Geo Panels so that you can rack up a 
little more Exp from these enemies. 


To ensure that you're always getting the Exp bonus from 
these enemies, you should keep your attacking characters 
in the middle of the “carpet” of Geo Panels. If any enemy 


wanders outside of those panels, send a character over to 1. destroy tbis geo 
throw them back onto the Geo Panels. symbol to weaken the 
„enemies. 


When you return to this stage, another Geo Symbol 

will appear. You can execute a longer Geo Chain, > 
but it's not really worth it for boosting 
the Bonus Gauge. As a matter of 

fact you should ignore trying to 

get any usable rewards from the 
Bonus List during Etna Mode, 

unless there are any “New” items in the list. 
The strength of the enemies does not justify the 
weak rewards for clearing the stage. 


2. .…….so gou can reap tbe 
rewarôs witb relative 
ease. 


enemy data pr 
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Random Prize 2 


battle tactics 


Start this battle by getting rid of the two Ghosts standing in 
front of the panels quickly. Send out two characters to brawl 
with them, then manipulate the local Geo Symbols. First, 
throw that Enemy Boost +50% where one of those Ghosts 
were. Due to the map’s layout, this will restrict enemies to 
travel in single file to reach you. 


Then send out another character to toss that Recovery 20% 
symbol and throw it onto that field of Geo Panels. 


1. recover bp and 
free attack every 
Have a couple of spellcasters repeatedly bombard the fok tbe win. 


enemies standing at the map’s edge by taking advantage of 
the Attacks +1 Effect. If those Ghosts don’t die, toss a high-HP 
Prinny at them to finish the job. 


Once those four enemies have been defeated, you'll have 
plenty of room to lure in the other enemies, and your army 
now enjoys significant bonuses from the Geo Panels. Use 
Prinnies to lure the enemies to you, since it only costs 1 HL at 
the Hospital to revive them regardless of their level or stats. 


f em: 
2. place that eniën ost 
symbol bere. it'll rict 
EN t enemy movement. A: 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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Rank 3-4 Item 


battle tactics 


The Boggarts on the stairs will charge towards your location. 
There's a pool of water here comprised of Geo Panels, 

with a Damage 20% and Recovery 20% at the edges. Take 
advantage of the Al's ignorance and throw the Damage 20% 
into the pool while you have your characters standing around 
the outside edges to keep those Boggarts from leaving. 


While you're dealing with them, a Ronin will make her way 
there after four turns or so. 


Make sure that all the Boggarts that advanced into your trap 
are killed before she arrives, so you can take the Damage 
20% symbol out of the pool. As soon as she's in range of all 
your characters, ambush her. Do not let her get a chance to 
attack, as she has a high ATK for her level. 


Once the Ronin is defeated, place the Recovery 20% symbol 
in the pool to heal your army. Finally, go after the other 
enemies, who were all patient enough to wait for you this 
whole time. 


enemy data 
Lvl Name QTY APR EXP HL Weapon 
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1. senò out a character 
to place that damage 
20% symbol bere. 


2. defeat this ronin in 
one turn. she can bit 
pretty barò. 


Accessory 1 Accessory 2 Accessory 3 
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BG Random Prize 1 Random Prize 2 


137 Exp Rank 4-6 Item 
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boss battle 


sassy demon miò-boss - vyers (Òark adonis) 


Magic users are extremely useful in this stage, but you 
shouldn't rely solely on them. Make sure you have some 
high-defense characters to keep the enemies preoccupied, 
so your magic users can pick them off. On the first turn, 
throw the ATK +50% and Attacks +1 symbols onto the two 
empty Geo Panels behind the Boggarts. You need to be good 
at diagonal throwing to pull it off. Now remove the DEF +50% 1. bit tbe throw E 
symbols from their Geo Panels, throw a Skull/Mage onto either k now! 

of those panels, and have them unleash hell upon those 5 
Boggarts. Now that you've also effectively blocked off the 
path that the enemies can take to reach your position, you 
can throw melee combatants behind that barricade of Geo 
Symbols and use them to lure your opponents into your 
mages’ range. Vyers has a lot of HP, so a couple of options 
present themselves. You can either keep him trapped in 
the area he starts out in, which leads to a long, safe kill, or 
throw him near both of your magic users, so they can take 


him out quickly while risking their lives in the process.lf you 2. gour mag Á Pee ei 
do decide to throw Vyers near your magic users, be sure to sboulò be 
you bring out a few characters to deal with Vyers to help in source of 
defeating him quickly before he gets a chance to attack. vo 
enemysòata 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
EN 
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Random Prize 3 


BG RandomPrize 1 Random Prize 2 


Rank 3-5 Item 


battle tactics 


Fighting this battle effectively can be done in three steps. The 
first order of business is to defeat all those Zombies standing 
in front, while not drawing the attention of those Imps behind 
them. In order to not let the Imps catch you by surprise you 
need to have you characters stand outside the range of their 
Air Assault skill. 


After the Zombies are defeated, go after 
the Imps. Attack them from more than 
two panels away so that you don't 
attract the attention of the Pugilist 
behind them. You'll probably end up 


standing on any of 


| 
A anels ín front of 


zombies will cause 
tbe Caps to attack gou. 


attracting the attention of a couple Ghouls as CAR 
well, who’ll use Zombie Twister to get through 

the No Entry panels. { 
Once those enemies are defeated, take the No we 


Entry Symbol off the Geo Panel and replace it with 
the Recovery 20% symbol. Stand on those Geo 

Panels to lure the Pugilist into the fray for an 
easy victory. 


ze nge tbe geo 
bols to deal with 
Ahe pugilist. 


enemy data 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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Rank 4-6 Item 


battle tactics 


You will need to act fast in this battle or else you will be 
overcome by a swarm of Zombies. On the first turn, you need 
to throw that Ally Damage 20% symbol off its Geo Panel, and 
then bring out a a variety of characters, mainly magic 

users, to eliminate the Imps in front of you. 


After a couple turns 

pass, the Zombies 

will come marching 

down towards your 
location. Since there are so 
many of them, and they 
tend to bunch up together, 
it makes it very easy for 
your magic users to start 
nuking them en masse. 


All that’s left for you to 

deal with now is the Scout 

and Cleric. Bring in a bunch of 
melee characters and you can easily 
defeat them. 


(is ef osn making tbem a 
easier to Kill witb magic. 
enemy data 
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battle tactics 


During Laharl’s raid of Dinero Palace, this place was filled with | zc 

Martial Artists; now it's filled with a bunch of Zombies. Take ss U Fé A 

note that only the Zombies on the main portion of the passage Te, 

will move in and surround you. Use this to your advantage by f. 
staying near the Base Panel, and let all the Zombies come to Ee £ 

you as you attack them. As el rt en” 
You should be using skills that affect several targets at 

once, such as magic or muiti-target weapon skills. Be sure 1. #1 take forever to 
you check the weaknesses of the Zombies you're attacking defeat all those zombies 


one by one. use multíi- 


to cut through their HP faster. You may also want to bring target attacks 


a Cleric or two to deal with the status ailments these 
Zombies throw around, as well as keeping your HP up Er: 
through this gauntlet. Er 


Once all those Zombies have been defeated, there are a few 
more enemies waiting around for you to approach them. Go 
for the Undeads to the left of the Base Panel first, then head 
up to the ledge where those Thieves are to clear the rest of the 
enemies from the stage. 


2. be on tbe lookout 
for any poisoned 


enemy data characters. 
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boss battle 


rich demon bogmeiser 


The layout for this stage is almost the same as when you came 
through here with Laharl. The only difference is the behavior 
of the line of enemies standing between you and Hoggmeiser. 
The line of Zombies out in front will move to attack you, while 
those two Clerics sitting on the Geo Panels will invariably heal 
them back to full strength. 


Start by using Fist skills to knock those Clerics off those Geo 
Panels. Then send your own characters to take advantage of 


tbéir perch. | 
the Geo Effects and start attacking the Clerics, followed by the : 


Zombies. If you're strong enough, you should be able to defeat en 
or severely damage all the frontline opponents on the first turn. Lid 
When Hoggmesier makes his move, he'll more than likely start a 
by using Megaton Crush, so be sure that before your turn is 
over that your characters aren't in an arrangement where he 
can hit a number of them with this skill. Start pounding on TS 
Hoggmeiser once all the other enemies have been defeated, NESPEGIAL Hitt SS 
so that they aren't chipping away at your HP as you bring this ms mk 
greedy pig down. 2. boggmeisel’s Sy if 

you gang up on ni 
enemy data 
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battle tactics 


Length: $ panels 


There are a lot of enemies on this map grouped together in 
threes, which makes defeating them easy by employing some 
strong magic users. There’s also some Geo Panels with the 
Exp +50% and ATK +50% effects running through the middle 
of the map. 


Make use of this situation by throwing the 
monsters onto these Geo Panels 

before attacking them, and keep all 

your characters at least four spaces 

away from those Geo Panels. Keep 

your distance from those panels so that 
those Treants don't use their skills 

while taking being affected by the 

ATK +50% bonus. 


The Killer Armor will likely be the 

last monster left standing. He 

won't move from that Geo Panel 

unless you get close to him, so 

it's best that you attack him from 

at about seven panels away, in order not to 


2. ...and use multi- 
target skills to defeat 


draw his attention. At that distance he won't tbem. 
move from that panel, and you can easily 
earn the Exp bonus from defeating him. gn, 
dat N 
Enemy oata S 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


TE EN EE 
120 | Pumpki EER 22 
EE EN EN 


EN NE 


„7 he 
wastelangjofk wo. 


BG Random Prize 1 Random Prize 2 Random Prize 3 


0-2 550 HL 137 Exp 


battle tactics 


The first problem you must fix to clear this stage is to get rid 
of the Enemy Boost x3 effect that's covering the area around 
which your base panel ís located. To get rid of it you need 

to tower-throw a character over to that symbol and throw it 
away from the Geo Panel. On that same turn, you can also 
throw another tower of characters to the Exp +50% 
symbol and place it where the Enemy Boost 
symbol used to be. 


1 akse that en 
_x3 symbol of 


it's actually to your benefit to leave that 
Silence symbol where it is. If the 
monsters can't use their 
skills, they won't be 

as deadly. Since the 
monsters can only 

use regular attacks, 

it's a good idea to 
position your characters on places 
without Geo Panels adjacent to them 


and “trap” the monsters in that area. EE IE * 
That way you can use your skills eplace it with tbe exp 
to easily defeat them and get the hr so es 


Exp bonus. 


Lvl Name OTY APR EXP HL 


Accessory 1 Accessory 2 Accessory 3 
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550 HL 137 Exp Rank 4-6 Item 


800 HL Rank 5-7 Item 


1,100 HL Rank 5,8 Item 


battle tactics 


There are large swaths of Geo Panels with the Exp +150% 
effect. This is far too valuable for you to ignore. Imprison the 
monsters on the largest patch of Geo Panels by throwing a 
high-level Galactic Demon onto that lava bridge near your 
Base Panel. 


If all goes well, the monsters will be drawn to 
him and inflict little to no damage. At the am 
same time you can use long range attacks ES 1. put a galactic 

to take out whatever monsters are standing mon bere to beep the 
on those Geo Panels. If Flonne goes in 6150 panels pe 
and starts to heal everyone, you should : 
concentrate your bombardment on 

her first. Don't worry about those four 
Treants on the smaller Geo Panel area as 
they will never move from that position. 


Take note that when you revisit this 
stage, it will always be populated with a 
Zombie equipped with a Horse Wiener, 
Mahogany’s Brain, and Hercules’ 

Body. You'll need to revisit this map to 


complete your collections of these items. peateòly steal 


s rare items. 


enemy data 
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boss battle 


angel trainee flonne 


This stage has no Geo Symbols around, so it’Il be a fairly 
straightforward fight. Space Detective Flonne is here again, 
and she won't involve herself in the fight unless you get close 
to her. Don't let her get involved in the battle, or else she’|l 
start healing the enemies. 


You can easily take out the group of six dt 
Treants sitting in front of your base panel 
by bringing out mages to cast six-panel 
attack magic. They have a lot of HP so 
you might want to have a few Rune 
Knights cast Magic Boost to increase 
your magic users’ power. 


an attack spell 
ix-panel area can : 
| Wipe out tbis group of 

| monsters. 


eo 
Go after the rest of the enemies on the 
map with any and all characters you 
have at your disposal. They're spread En 
out in small groups around the map, 
so things should go smoothly. Make jk 
sure you stay at least six panels away 
from Flonne while you're tracking down | E 
these enemies, otherwise you'll draw W | beford Bealing r 
her attention. p 
enemy data | = 


Lvl Name QTY APR Weapon Accessory 1 Accessory 2 Accessory 3 


mm NEN CEE ; 
CE ENE 


137 


138 


episode 3 
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boss battle 


angel trainee flonne 


Dealing with Ally Damage 40%, Enemy Boost +50%, and 
Silence Geo Effects covering the entire map during a boss 
fight is not pretty. Trying to throw those symbols onto Flonne 
is not a good idea because if you miss a diagonal throw 

here, your plans will get messed up. What you should do is 
assemble three towers of characters, and throw one character 


to each of the Ally Damage symbols, and the Enemy Boost 1. tower-tbrow your 
symbol. The Symbols have a little over 3000 HP, so make characters to those 
sure the characters you're using have an ATK stat of around nasty geo symbols. 


5,000 to 9,000 to destroy them in one hit. 


As you're planning how and where to arrange your tower- 
throwing strategy, keep in mind that Flonne will not move 
unless one of your characters is either six or seven panels 
away from her. She definitely won't move if you're seven 
panels away, but there’s a very small chance she will if you're 
six panels away. 


Once you've gotten rid of the Ally Damage and Enemy Boost 
Symbols, it's time to take on Flonne. Leave the Silence symbol 
as is, because Flonne hits extremely hard with her skills and 
you do not want her to use them. Try to attack from behind or 
the sides as much as possible. She’ll usually counterattack 
and change the direction she’s facing for another attack from behind. 


2. destroy all geo sym- 
bols, except for silence. 


enemy data 
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battle tactics 


There are quite a number of special Prinnies called Durians on 
this map whom you won't be able to recruit. They still explode 
like regular Prinnies, so you might want to take advantage of 
this and throw them around to clear a path to Antoire. 


Just remember that you won't gain any 
experience or money from the Durians 
if they explode. If you want to fight them P 
off to get credit for their kills, then the ‚ l.aove a galactic 
best option is to bring out a Galactic En OH Rare to balt ei 
Demon and place it right next to the N Nrg 
base panel at the map’s edge. If its DEF 
and RES are above 2,000, then it will 
become an impenetrable blockade. 

Bring out any ranged attackers 

behind the Galactic Demon to pick off the 
enemies that try to approach with ease. 


Pe Fanged attackhers 
bebind bim. 


The Agathions towards the top of the map 

will not move in to attack, so you'll have to 
move up the hill to attack them. There are only 
four of them, but if you leave them until last they'll 
be a snap to beat. 


enemy data 
Lvl Name QTY APR EXP HL 


EE CE EE 


2. alternatively, you 
can burl prinnies 
around to òetonate the 
Òurians. 


Accessory 1 Accessory 2 Accessory 3 


hd 
Pd 


£ 
y 


hammast 
-[ 4-2: jotunbeim: endless white \ N 


BG Random Prize 1 Random Prize 2 Random Prize 3 


1,500 HL 375 Exp Rank 6-9 Item 


500 Exp 


battle tactics 


There's a row of Archers standing before a field of blue Geo 
Panels that have the Attacks +1 effect. If the Archers get a turn 
to attack on those, they will mess you up. Take the Archers 

by surprise by bringing out a bunch of ranged attackers and 
throw them onto those Geo Panels. 


Pick your throwers carefully, because they'll need 
to endure being attacked by Agathions. 
Those Winged monsters will spam them 
with their Hell Pepper attack to try and 
inflict poison as well. If you bring out 
four attackers and four throwers, it will 
leave you room for two Healers the 

next turn to cure the others of poison 
with Espoir. 


On the next turn you can use the attackers 
you threw onto the Geo Panels to attack the 
monsters from across the gap. If there are 
enemies outside of their range, just throw 
them to land inside the attack range. Be on 
the lookout for any enemies that try to take your 


ranged attackers by surprise from the side. vO 
enemy data ( 
\ \ 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 pm 
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» final episode 


BG Random Prize 1 Random Prize 2 Random Prize 3 


battle tactics 


This stage is quite fun because of a cheap strategy you can 
employ here. Most of the enemies start on a field of red Geo 
Panels that have the Enemy Boost x3 effect, and you start in 
a field of blue ones that have Damage 20% and Silence. The 
Damage 20% symbol is within walking distance of the Base 
Panel, so throw it onto the nearby red panel. On that same turn, 
you can move a character over to the Enemy 
Boost x3 symbol, and throw it into the 
field of blue panels for you to destroy. 
Complete the setup by throwing the 
Silence symbol onto the red panel. 


Now that the Geo Symbols are 

in place, bring out some more 

characters and block the pathways 

that lead to the blue Geo Panel 

area, trapping those monsters in 

the field of red panels. Make sure the 
characters that are keeping the pathways 
blocked have high DEF so that they can 
endure five turns of punishment before the 
Geo Effect kills every enemy. 


2. block off tbe patbs to 
tbe area of blue panels 
anò trap the enemies on 
tbe red ones. 


enemy data 
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battle tactics 


This stage has twenty-one enemies on it, which is more than 
any other stage in the game. It has no Geo Effects on it either, 
so this is going to be one long slugfest. While there 

are a lot of enemies here, the map’s topography j 
restricts the monsters to mostly traveling single 
file around the various paths. Since this map 
tends to cause enemies to form straight 


hed 


line patterns, using various skills that ES 1. lots òf ies 
have those patterns can be A lots of chances fo 
highly effective. to line up anò be bit 


‘ en masse. 
If you're looking for 


a quick way to thin Er 
the crowds, you can _ 
try capturing some of these , C 


enemies by throwing them into \ 
the Base Panel. Naturally though, 
you'll need to have a large supply 
of strong characters waiting inside 
the base to defeat the monster 
when you toss it in there. 


2. Capture schi enem 
‚, bere to tbin the ben 7 


PO a bit. 


« 
enemy data _ 
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final episode 


-[ 4-5: grand nortb: ice beast ga te J= 
A KW 


Li 
bonus gaüge: info 
BG Random Prize 1 Random Prize 2 Random Prize 3 


375 Exp Rank 6-9 Item 
5OO Exp 10 Item 


2,500 HL 


battle tactics 


This is the first of three brand new stages not found in 
Disgaea: Hour of Darkness. The easiest way to get through 
this stage is to take it in two parts. The two types 

of enemies here (Undeads and 

Guardians) each have 
different behaviors that | En ' 

you can exploit to make _ or 

this battle easier. The 1. aside fami gn. 
Undeads will constantly try to track guardian in front of;gou, 

you down, while the Guardians will ‚stayjeigbt panels/away 
stay where they are until you get 


Btoravoid,luring more. 
within about eight panels of them. & 


The first order of business is 

to attack that small group of 

enemies nearest to the base 

panel, and then wait as the 

Undeads come within your 

attacking range. If you get 

within range of a Guardian, 

they'll move from their position and 

attack you. With the large number of 

Undeads you have to deal with, adding any 

more enemies into the skirmish is a bad idea. Try 
luring the Undeads further away from the Guardians 
and fight them in a small corner of the map if you can. 


2slet.the groups of 
undeaòs track your 
characters into tbe 

midòle of the map. 


enemy data 
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prepare for battle 


If you don't already have it by now, you really should 
try and get the Longinus Spear from Longinus. In 
order to get this weapon, you need to have someone 
with Spear Mastery at Level 26 or higher and talk to 
him. If you've been using Etna as your primary spear 


user, then this should be her new weapon for a while. 1. talk to longinus when 
The following two stages, which represent the end of dinar ref ame 


Etna’s scenario, have bosses who are much higher- 
level than the enemies you'll face on that stage, with 
absurdly inflated HP. The Longinus Spear is a Rank 
39 weapon, and the one you get from Longinus in the 
Overlord's castle will always be Legendary. That in 
tum means that if you travel down to B100 of its item 
world, the Item God at the end will be equipped with a 
Glorious, the best spear in the game. However, that trip 
is best saved until much later for the Extra Stages. 


Those Extra Areas from Laharl’s scenario can also 2. the weapon be gives 
be accessed during Etna Mode. These are the Cave you will be of immense 
of Ordeals, Alternate Netherworld, Beauty Castle, and belp in tbe final two 
Baal Castle. They are all unlocked by the same means stages. 

as listed on page 271. Skip over to page 178 for further 
details on the special features that these stages have 
in Etna'’s Scenario. 


Te 
lams 
3. there are a hanôful of 
extra areas to unlock in 
etna’s scenario via the dark Rr * 
assembly. 
pn 


145 


146 


final episode 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


500 Exp Rank 7-10 Item 
625 Exp 


Rank 7-11 Item 


Rank 8-12 Item 


battle tactics 


The battle against Maderas can be especially rough if you 
decide to charge through the horde of monsters here. The best 
choice of action is to fight conservatively and only lure groups 
of monsters at a time. That’s right; none of the enemies here 
will move unless you're within their attacking range. 


The first order of business is to lure the first line of Corpses in 
front of you. Their luring point is on the same line as your base A 
panel. It is vitally important that when you lure the first line of a ze ri anwb 
monsters to you, that you do not move a character anywhere in until gou’ve ten tbe 
front of the Base Panel. If you do that, you will lure the first line of undeads. 


second line of zombies that are behind them. ) 


Once you've successfully lured and defeated 
both those lines of Undeads you can lure the 
two Guardians from their perches by 
standing about seven panels 
away from them. The two of 
them should be easy, so all 
that’s left is to lure Maderas 
by placing a character about eight 


( 2. lure maderas away 


panels away from him. lts important from bis two priests so 
to lure Maderas as far away from those that tbey will never be 
Priests as possible so that they won't ‚able to beal bim. 
heal him. Once Maderas is defeated, this 
fight’s effectively over. ( 
enemy data Nef | | 
| Ee Pe zr ê 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


BG Random Prize 1 Random Prize 2 Random Prize 3 


2,000 HL Rank 7-10 Item 


boss battle 


angry archangel vulcanus 


When you start this fight, you'll notice there are Recovery 20%, 
Attacks +1, ATK +50%, and a DEF+50% Geo Symbols lying 
nearby. Don't throw them onto the panels just yet; instead, you 
should deal with the Angels first. You don’t want those Angels 
(especially the ones with bows) receiving those effects by 
standing on the panels. 


The Angels aren't too difficult to deal with if you stay around 
the very bottom edge of the map. Use area-effect attacks to 
take out the spear- and sword-carrying ones first, and then 
move up to eliminate the bowmen. Once the Angels are 
gone, it's time to have some fun with Vulcanus by tossing all 
those Geo Symbols onto the purple panels. 


Fighting Vulcanus is a straightforward matter of occupying 
those Geo Panels and trying to keep him off them. Vulcanus 
also has a habit of poisoning your characters, but the poison 
doesn't really matter if you're already standing on panels with 
Recovery 20%. Vulcanus has pretty high stats and around 
110,000 HP, so do your best to not let him get the chance to 
stand on those panels and you should come away victorious 


in the end. canus wbimper lie tbe yv 
IN pn mangy Cur be is. 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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-[ prinny lanò 1 }- 


je info 
BG Random Prize 1 Random Prize 2 Random Prize 3 


10,000 HL 2,500 Exp Rank 11-16 Item 


4-7 15,000 HL 3,750 Exp Rank 11-17 Item 
8-9 |__ 20,000 HL 5,000 Exp Rank 12-18 Item 


battle tactics 


These Prinnies don't pop when you toss 
‘em. That's too bad, because, well, it's 
fun to do that. 


Instead, you must eliminate 
them the old-fashioned way. 
They don't take much _Ì _ WorallpamhGe 
thinking to eliminate. You Vv 


target one, you execute, BSn-abuse 
8 S Res enougb in 
they disappear in a puff of Mserworlò? 


smoke. When you get rid of 

all within range and end your 

turn, they will come over to 

you and do some funny 

dances for you that are 
amusing and may do a 

few HP worth of damage. 


od p The Prinnies are evenly | | Od 
2 spread out over the map es, TOTAL DAMAGE Died 
Á is but they will gather around i 


s tbe prinnies’ 
MENEN, they òo a little 
VEREEN umber for you. 


\ 
If you're really bored, you can ke 
combine a bunch of them into one really 
powerful Prinny. | | 


enemy data 
Lvl Name OTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


… _one character when it's 
— their turn, leaving themselves 
vulnerable to multi-space attacks. 


-[ prinny land 2 }- 


BG Random Prize 1 Random Prize 2 Random Prize 3 


Rank 15-22 Item 


battle tactics 


You'll be up to your earballs in Prinnies 
if you don't get rid of that Clone Geo 
Symbol. (Earballs?!) Fortunately, that's 
not too difficult. The Geo Symbols are 


level 200 and have loads of HP, but we pj: zon, 
know how to deal with them, don't we? _ | A Gm 8 ham 
Use throwing techniques to toss a Prinny A n 


onto it and that will take care of that. 

You might as well get rid of the Recovery 
20% Geo Symbol so the Prinnies don't 
stick around any longer than necessary. 


These Prinnies are made of a little tougher 
stuff than the last group. The “generals” 
have a fairly strong Pringer Beam 
attack that will hit multiple allies, 
so don't clump. If you have any 
concerns about winning this 

map, move your party to the 

side opposite the row of Pvt. 
Prinnies and take out the Gen. 


2. if gou thi 


Prinnies first. When you end Kn be 
your turn, you should be out of B 8 ent teal 
range of their attacks and can head back in mm Ke 

to get the first hit on them at your leisure. a 5 a 
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zi 


battle tactics 


Now we're talkin’! The supreme Prinny is 
here and he’s got some cool loot. If you 
missed getting a Testament from Etna's 
secret room, now’s your chance to nab 
one using a rogue. Just watch out for his 
Pringer Beam! 


Bring Laharl out onto the spot next to 
the base panel and end your turn. 
The Prinnies will take the bait and 
line up in a row. Now use your 
Dimension Slash as you laugh 
from your belly. Clean up the 
remaining nearby Prinnies 
with your other allies and end 
your turn. The group of Gen. 
Prinnies will begin to move 
pp toward you. 


vend \ 1. lure tbe prinnies 

| \N into single file with 
À arl and give ‘em a 

imension slasb. 


| Do the same thing again. Pull all 
Á es your characters back into the base 
“__… _panel, leaving Laharl on the space beside it. : 
__ The generals will all line up in front of him. They | Bt oen dte 
must have been too busy worshiping the Prinny | pringer beam! 
God to notice what happened to their troops. 


2. steal tbe testament 


When they're all gone, heal if needed, then gang 
up on the lord of the Prinnies. ki enemy data 


Lvl Name OTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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60,000 HL 15,000 Exp Rank 15-23 Item 
70,000 HL 17,500 Exp Rank 16-24 Item 
6-9 | _ 80,000 HL 20,000 Exp Rank 17-25 Item 


battle tactics 


Compared to the ordeals ahead, this DAN (a, 
one isn't much of a problem. The ho RST: ae ve 
eight zakkums will leave without Pr 

much fuss and the manticore 

isn't a problem if you gang up 

on him. 


start by eliminating the 

four closest zakkums while 
staying within the first two 

rows of spaces. Take them 

all out on your first turn. 

When you end your turn, two 
more zakkums will come closer, 
but they shouldn't be able to 
reach you. Eliminate them while 
staying on the lower half of the 
map and when you end your 
turn, the last two zakkums should 
attack but the manticore will stay WoralNbamickne ao © 
put. One or both of the zakkums 


may get a hit in on you at this point. MR pie d 
After you take out the last zakkum, rek zn te re 
heal if needed and end your turn. The | Pp 5 sd 


manticore should still stay put. Gather Be 

your whole party and attack him all \) K 

at once. re 
Sh 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


120,000 HL 30,000 Exp Rank 18-27 Item 
150,000 HL 37,500 Exp Rank 19-28 Item 


battle tactics 


As you travel through this group of 
maps, winning them will become 
more and more of an ordeal. This one 
is just a tad harder than the last, but 
neither one of them really qualify as 
ordeallific yet. 


This map is populated by female 
monsters only. Use all the standard 
battle techniques you've learned so Á 
far to eliminate the surrounding / 
nekomatas. Check their 
vulnerabilities, work on them one 


at a time… you know the drill 4 / 


1. work on tbe female 
felines first. avoid the 
| stronger ones until 
you’re reaày. 


by now. Stay out of range 


| of the cait siths when 
à you end your first turn so 
pp they won't get in the first 
Ri hit. The succubus at the 
Á rd, top of the map will stay put 


until you come to her as long 


e. tbe laò 
as you stay out of her range. gang up on tbe laòy 


in charge after all of ber 
minions bave “left.” 


After you take out everyone else, try to 
eliminate the succubus in one turn or 
she’ll use her Hip Attack to steal 
your HP and heal herself at the 
same time. 
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battle tactics 


Okay. This officially qualifies as an 
ordeal. Eight level 150 enemies and 
one level 160 enemy will not be so 
easy to eliminate, even though they 
are clumped nicely in a group. As a 
bonus for your trouble, there's an EXP 


+50% geo effect permeating the entire map. gj . 


character 
your stg k 


ë 


We recommend you start by choosing four 
allies with nine panel-square attacks and 
place one on each side of the group of 
enemies. For example, use Laharl's 
Winged Slayer, a martial artist's Big 
Bang skill, Kurtis’ Nuclear Fusion 

skill and Jennifer's Cosmic Arrow 

skill. If your characters are leveled 

up enough, you may take out the 
whole group of enemies with this 
combo. If not, you will have worked 
them down enough to start taking 
them out one at a time with your other 
allies. If the enemies get a chance to 
attack, they'll do terrible things to your 
allies’ bodies with magnetism. 


k 


EN 
A -_4 N TOTAL DAMAGE 
| 


| 2. finisb buik 
| \ up on tbe r 


\ eliminate t 
Ik 


This is, obviously, a good place to e 


power-level for a while. 
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Random Prize 1 Random Prize 2 Random Prize 3 


450,000 HL Rank 23-34 Item 


112,500 Exp E 
1-4 500,000 HL 125,000 Exp Rank 23-35 Item 
550,000 HL 137500 Exp Rank 24-36 Item 


Ed N P, 
Wy 
battle tactics OA | 


This map could turn from an ordeal MER AA 
to a tragedy if your party isn't Û | | 


strong enough. | 
J 


The alps will poison you and 
use their Air Attack skill to attack 
multiple allies, so take them out 4 TOTAL DAMAGELOÏ 
first while staying out of range 


of the dullahans. Don't clump up 1. elimíinate tbe alps 


in a group if you can help it. Use wbile staying witbin 
only a few of your strongest tbe first tbree rows 
of spaces. 


characters to attack the alps. 
Heal whoever takes the brunt 
of the alps’ attacks before the 
end of each turn. Stay within 


Epen the first three rows of spaces à 
f to avoid the dullahans stepping a? 
…p into the fray. When all the alps dl 
Td are gone, cure and heal all in oan 
Dn 5 who need it and move in on the TOTDAT G 2 2 
dullahans. 


2. attack one dullabhan 
from the side to avoid at- 
tracting tbe otber. 


Stay on one side and you can 
attack one dullahan without 
attracting the other. When they're 
both gone, it'll be time to 
concentrate the power of your 
whole party on the death boar. 
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battle tactics 


Chuh. Like, no way. Don't even come here until you've done 
some serious time leveling up. You'll need two characters 
with a throwing range of six panels, like Gordon and a thief. 


en 


sand "png 


Length: ó panels 
B Haight: 35 dm 


Once you've leveled up insane amounts (between level 700- 
1000), you'll be ready for this level. There's not a whole lot “ 
of strategy involved when you're this strong. You just attack DEE 
things and they disappear. First take out the ring of enemies AE 
surrounding the base panel, then eliminate the tiamat at the 
head of the map. 


To get your party to the zombie king, line them all up in the 
upper right corner with Gordon and a thief in two adjacent 
spaces in the corner. Lift everyone so that Gordon and the 
Thief are the last to lift, 

and toss them over. 
You can get eight 
allies there. The 
zombie king has very 
short range, so place 
everyone at the rear 
of his area out of his 
range, and end your 
turn so you can get 
first strike. 


2.gang up on bim anò 
elimíinate bim with® 
most spectacular attac 


Now pound him. 


ERE — 


o 
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BG Random Prize 1 Random Prize 2 


battle tactics 


This may seem rather daunting at first, 
with an Ally Damage 80% effect covering 
every single panel on the map, and only 
one enemy who has a ridiculously high 
HP count. The only way you'll have 
a chance at surviving this stage 
is to destroy all those Geo 
Symbols on the first turn. 


In order to do so, you 
should have two sword 
users who have learned 
Dimension Slash. 

Throw them to a panel 
adjacent to the symbol 

and you can destroy 

two Geo Symbols with 

one Dimension Slash. 
Once the panels have been 
taken out, it's a simple matter 
of ganging up on the Shark King 


for a win. 2. destroy those geo 


symbols by using 
Aimension slash. 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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BG Random Prize 1 


Random Prize 2 Random Prize 3 


battle tactics 


The Recovery 20% effect covering the whole map can be a 
double-edged sword. On one hand, if you bring in high-HP 
characters, you can go through this stage without taking any 
lasting damage. However, if you can't deliver more than 60,000 
damage to any one of the Vassals, then you'll be in a virtual 
stalemate until that symbol is destroyed. 


Geo Syabol ‚Rezowéry W20 ‘ raster 
| Geo Symbol As à Zommie 
| SN mf 
=e | 
DEE ne % | / es 
Ld 7 3 
At Ed Zar | Ke 
a de Et Tei aar 
L 5e 50 len ” 
[ 7522035 Un 
8 | e 
nr k 5 


We recommend that you attempt this stage with characters 
who have around 50,000 HP and can deliver more than 
60,000 damage to any one of the Vassals in a single turn. 
The Recovery 20% symbol is your biggest asset on this 
stage, because if Zommie poisons a character, they will still 
get back 10% of their HP. 


This stage can still be cleared if you destroy the Recovery 


1. Bestrorltie sy 
if gou can tòo 


a j V 
EC 


symbol, but you'll have to have higher DEF and RES stats. at Ce 
You will also need to have a Healer handy to administer p LAYER TU RN 
Espoir in case Zommie starts poisoning your characters, jn 
because poison is particularly dangerous to characters who 
have a lot of HP. . . . 
b pe mm 
2. if gou dan 
more than 60, 
damage in a turn, tbe en 
recpern Ee will be 
enemy data ee 
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battle tactics d 


Things start getting a little harder in the 4 ul 
Demonhall Mirror with this fight. The entire | | 
map is covered with Warp, No Lifting, il 
and Enemy Boost x6 effects. If you aren't 
phenomenally overpowered for this 

stage, then you absolutely must 

destroy all the Geo Symbols al 
as fast as possible to win. ann 


} 


True-Overlor on 


tbis is not gooò. gou’l 
ave to remove those 
p effects to win ber 


Start by sending out magic , 4 
users to nuke the two symbols __£ 
that are nearest to you. If 4 
you destroy each of them Pa 
from eight panels away, 

then the True Overlord won't 

be able to attack you when he 

moves. This will let you get the 

second turn you need in 

order to destroy the last 

two symbols. Once 


iv tan 
he 1926 
a sas 
Mv 1 


eg 2. destroy tbis symbol 
) first from as far away 
time to unleash as possible. 

hell on this True 

Overlord. 
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battle tactics 


You're stuck in a battle against a very 

powerful High Priest, and there are four 

Clone symbols that provide this effect to 

the entire map. This is actually much worse 
than it seems, since the number of Clones that 
appear is equal to the number of symbols on 
the same color panel. That means that unless you 
destroy all four symbols on the first turn, there 
will be at least four Clones generated at the 
end of the turn. If Serra is cloned, you'll be in 
big trouble as you'll then have to defeat both 
of them, and her Omega Heal will make things 
very difficult for you to defeat her. 


1. serra bas a 
ollection of rare 
for gou to steal. 


Charaoter 


The easiest way to destroy all symbols is to 
use Dimension Slash. One Dimension 
Slash can destroy two symbols, so 

if you throw two sword users next | 
to them you should be fine. Serra 

is actually pretty easy since she’ll 

only use her attack spells if she can 
damage you. If your characters all have 
90% elemental resistance she’ll try to use 
Charm instead which does no damage, but 
will cause the Deprave status. Have fun with 

her, as there's basically nothing she can do if 

you have 90% defense against her attacks. 


en u 


enemy data A 
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battle tactics 


This battle is actually less frantic and 
challenging than the previous two. While 
there is an Ally Damage 20% effect 
covering the whole map, there’s also 

an ATK +100% as well. Your opponent 
this time isn't much to write home 

about either. This Angel only knows Tera 
Star, Giga Heal, and Espoir, but her INT 
stat is only slightly higher than Serra 
Winguard’s. The axe she wields is the 
strongest in the game, but she doesn't 
have any skills to go along with it. 


1. destroy tbose two ally 
damage symbols on tbe 
first turn. 


Therefore, you should begin by 
destroying those two Ally 
Damage 20% symbols on Ì 
the first turn. Then if your id |E 

stats are around the é en: A VN et 
50,000 mark or higher, N | Een 
you should leave the 

ATK +50% symbols alone 

and focus on taking down 
Vesuvius. Be sure to steal her 

axe before you defeat her, though. 


Wind SON 


|_ _2. make sure to steal 
tbe apocalypse before 

you defeat ber. it’s tbe 

ultimate axe. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory2 Accessory 3 


Infernal Cape 


TE N 
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BG Random Prize 1 Random Prize 2 
1,100,000 HL 275,000 Exp Rank 31-39 Item 


300,000 Exp 


battle tactics 


You get to meet Adell from Disgaea 2 in this 
encounter, and he’s strangely mute this time. 
This stage’s Geo Effects really suit Adell's 
brawling style, since there is a No Lifting 
symbol along with three Attack +1 symbols. 
If Adell decides to use a normal attack, 
someone’s going to get pummeled 
relentlessly, and likely poisoned as 


1 steal t | 
well, thanks to the Amon Force } steal the amo 


to lower adell’s 


he has equipped. E anò prevent getting } 
poisone 

Steal that Amon Force to lower P 

his ATK stat and avoid getting \ 


poisoned. Adell also uses a couple 

of fire elemental skills, so if you have 
characters with 90% Fire defense, Adell 
won't inflict nearly as much damage with 
those as he does with his regular attacks. 


You can safely pound away by attacking SPECIAL Hit 
him from behind with one highly EE j 
defensive character. Adell will waste 2. be sure té 
all his counters on him and leave bigb def stat to 
his back wide open for a character off adell’s numerous EK 
with high attack power to inflict counterattacks, 
some serious damage. 
N > 
NN 
enemy data le Ee 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


161 


162 


Random Prize 3 
Rank 33-39 Item 


Rank 34-39 tem 


battle tactics 


At long last, Rozalin makes a quest appearance. This battle 
isn't easy, due to the Geo Effects covering the stage. The 
two symbols you must destroy are the Enemy Boost x3 and 
the Recovery 20% symbol. While the Recovery effect seems 
like it'd help you out, Rozalin has more than three million 
HP, meaning that the Recovery effect will restore more than 
300,000 HP to her every turn. 


You won't be able to throw characters to those symbols to epe. Eee e dagen, 
destroy them, so you'll have to plan your movements in such gou can. 

a way that a character would travel their maximum distance on 

the second turn to be within range of destroying the Enemy 
Boost symbol. If you do this, then Rozalin and Adell will move 
towards you, but won't attack because you're out of range. 


Once the symbols are destroyed, focus on Adell until he’s 
defeated. When Rozalin starts attacking, be aware that her 
Rose Thorns skill inflicts every ailment in the book against 
your characters. Make sure you fight her with high ailment 
defenses, or have someone with Espoir or Fairy Dust on hand 
to heal them. Steal Rozalin’s equipment before you finish her 


off, because she carries the elusive Nemesis and Exodus items. 2. steal rozalin’s 
equipment before you 
defeat ber, because she 
does not join your army. 


enemy data 
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450,000 HL 112,500 Exp Rank 23-34 tem 
500.000 25,000 Exp Rank 23-35 |tem 
Rank 24-36 Item 


Rank 25-37 Item 


battle tactics 


The reward you get for defeating both Adell and Rozalin is 
this stage. It is bar none the best place to level up in 
the game. Like Cave of Ordeal 3 before it, there's 

a group of Galactic Demons arranged in a 3x3 
formation sitting on a field of Exp bonus panels. En 
The enemies here yield more Exp per level than | 
any enemy in the game, the Exp bonus from | | 
the Geo Panels is 100% instead of 50%, ks 


P 


and they’re more than double the level PP 
of the enemies found in Cave of P ing up, tbis place 
Ordeal 3. Pr Á evên better. 


If you're looking to climb up Ll | | 
to Level 9999, then this is the 
place you want to be to power 
level. If your ATK stat is around 
150,000 or more, you can wipe out 
all enemies here with one Winged 
Slayer, even after all the Enemy 
Stronger proposals KT 
have been passed. \ 2. kill all enemù 2 with 
ke 3x3 area attachs 5 ch 

as winged slag for —: 
quick level buil Ding. 


Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


120,000 HL 30,000 Exp Rank 18-27 Item 
150,000 HL 37.500 Exp Rank 19-28 Item 
200,000 HL 50,000 Exp Rank 19-29 Item 


battle tactics 


This map is all about being sneaky 
enough to get the first strike on the 
enemies and working on only a few 
enemies at a time. 


If you bring a character out onto the base 
panel and end your turn three or four . En 
times, the thieves and the space | 
marine will get tired of waiting for as. 
you and begin moving toward your \ | 
position. Wait until they're one turn 
away from being able to attack you \ 
and pull your whole party out of 
the base panel to attack them. 
You'll be far enough away from 


1. lure tbe tbieves close 
to you by ending your 
a _ turn multiple times. 


the other enemies that they'll 
stay put. When they're gone, 
pp heal your characters and start 
Ie moving in to eliminate the remaining mn 
Pe are 2. take out the remaining 


Move only close enough to attract nemies a few at a time. 


a few enemies at a time so you 
don't get overwhelmed. Repeat 
until you've cleared the whole map 
of enemies. 


1 y 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


70 | Space Police x12 VAN 24.896 f 7358 T-199X Platinum Tux 
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Bonus Gauge fy 

amd 0 350,000 HL 87,50 Exp Rank 21-32 Item 
8-9 | __400,000 HL 100,000 Exp Rank 22-23 ltem 
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battle tactics 


sneaking around seems to work well in 
the human world. Continue to use the 
same strategy from the last map on this 
one as well. 


Bring one character with strong long range 

attacks out onto the base panel and end | — TOTAL DAMAGE 
your turn without moving. One recruit will A 
come over to attack. Take ‘em out, move 
one space over and end your turn again. 
Another recruit will come over. Repeat this 
technique, pulling more characters out of 
the base panel as more enemies come P 
to you to attack. Heal as needed. 


When both the recruits and the 
officers are gone, gather your 
party just outside the attack 

range of the cyborgs and psi- 
soldiers. When you have everyone 
in place, end your turn. When it's your 2. asserikle.d 
turn again, move in to eliminate the group ‚_ outside tbeirtd 
of three cyborgs. Attack the psi-soldiers \ gang up on tbe. 
from long range if you can. Finish them off | Ze 
on the next one if you don't take them all out 
in one turn. | e 
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battle tactics 


Doesn't General Carter look fancy in that 
Astro Suit? Why not try to steal it with a rogue? 
Then you will be the fancy one. 


\ 


oe, 


7 


Your sneaky method from the past two 
maps will not work here. These 
enemies will not stay put and 

you'll be within their range right 


from the start. Pr’ s movement 


ge We small. attack 
‚ tben move out 


Bring out a couple strong characters 
of range. 


with long range attacks, move them 
to the far right side and attack one 
of the space police. When you end 
your turn, they'll move in close 
| enough to take out a couple 
more. Repeat this to finish off the 
ä space police and start working on 
hd the defenders and General Carter 
j when they also get within range. 


These astro-buddies don't have 
very long range. You may be able 
to attack from afar and move 

out of their range afterwards to 
eliminate them with impunity. 


“ 
hee bis astro suit to 
5 


It to whatever 
you do to bim. 


enemy data 
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120,000 HL 30,000 Exp Rank 18-27 Item Ee 
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battle tactics 


You've got to be a good tosser and 
a good long range attacker to deal 
with this map. 


None of the enemies will be able 

to attack you from your position on 
the center platform. Therefore, you 
should take out as many of them from 
this location as possible. 


Bring out your long range magic 
users and start eliminating 
enemies. When you've deleted 

all the enemies from this map _ zE. 7 Er 
that you can with your long 
range magic users, start 
throwing allies over to the 
platforms that still have 
enemies on them. 


witb lorie} 


At least one platform will require 
you to throw two allies at once in 


order to reach it. platforms tba 


of range of lor 
magit atta 


mn é 
mend 


enemy data | 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Roeenson 2 Accessory 3 4) 
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battle tactics 


This maze-like map may look like it limits 
your movement, but you have throwing 
skills and the enemy does not, so it is 
they who are limited, not you. 


Start with the first enemy along the 
path by bringing as many characters p 
as you'll need to do the job out onto Á 
the base panel. After he's gone, 
when you end your turn, none of 
the others will move. Send your 
party up the steps and use long 
range magic to eliminate the 
next enemy. Avoid the space in 
front of the lowest step to avoid 
him advancing on you. 


1. bring out as many 
allies as will fit and 
combo attack tbe first 
enemy. repeat. 


É Follow the same technique 
4 of moving your party just 
a outside the range of the 
Á en enemy and attacking 

rk, them with long range 

magic. Have some SP 
replenishing items with 
you in case you run low. 
Check the enemies’ range 
and beware of long range 
enemy magic. 


enemy data 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 
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enemies’ long range 
magic attacks! 
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BG Random Prize 1 Random Prize 2 Random Prize 3 En 


Ee 450,000 HL 112,500 Exp Rank 23-34 Item 
500,000 HL 125,000 Exp Rank 23-35 Item 


550,000 HL 137.500 Exp Rank 24-36 Item 
600,000 HL 150,000 Exp Rank 25-37 Item 


battle tactics 


Hall of Penance is a fitting name since 
this map can easily bring your party to 
its knees. 


Notice how the enemies are all standing 
on those square platforms that happen 
to match the shape of a Winged Slayer 
skill? Uh huh. Use it. Concentrate on 
one group of enemies at a time using 
attacks that affect panels in that 3x3 
square shape. Move your party all to 
one side of the map so you'll be out 
of range of as many enemies as 
possible when you end your turn. 


When you end your turn the 
nearby enemies which you 

didn't eliminate will come over 

to attack. Take them out before 
moving any closer to the other 
enemies so that you can spend 
some time healing your party 

as needed. The other enemies 
may move closer each turn, but it 
will take them long enough that you 
can heal. 


When you're ready to go, repeat the 
same procedure until the map is clear. 
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: 850,000 HL 212,500 Exp Rank 28-39 Item 
Bonus Gauge 
ae 0, 900,000 HL 225,000 Exp Rank 29-39 Item 
950,000 HL 237,500 Exp Rank 29-39 Item 


battle tactics 


There is something here that these creatures 
don't want to allow you to access. How 
interesting! 


Bring a character out, place them behind the 
base panel and end your turn to lure the 
enemy closer. 


Once they've moved within range, check 
their magic vulnerabilities and take them out 
one at a time. With around a hundred 
thousand hit points apiece, if 
you're not on par with their 
levels, you'll need to focus 
the entire party's might 


, on one foe to prevail. 

rd When you end your 

…p turn, the remaining \ Kk enlf 
RI enemies will unleash “ | ee vsgecht Hitt +6 
Ee > some devastating magic N TörBanage 76095 


MER skills on your party. If your 
__allies aren't ready for it, they 
can be wiped out in a single turn. 


Have a healer standing by out of 
range to take care of anyone who isn't 
wiped out instantly. 


enemy data 


Lvl Name QTY APR 


EXP HL Weapon Accessory 1 


Accessory 2 Accessory 3 
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BG Random Prize 1 Random Prize 2 Random Prize 3 


1,100,000 HL 275,000 Exp Rank 31-39 Item 

1,200,000 HL | 300,000 Exp Rank 32-39 Item 

8-9 | 1,300,000 HL | _ 325,000 Exp Rank 33-39 Item 
And 
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battle tactics Zed 


What's this? Another Overlord? Oooooh. She's 5 
a pretty one, too. And look how strong! Nice. 
Of course, she'll whip your ass if you come 
in here unprepared. 


Let's do this thing. Bring a character out onto 
the base panel and end your turn to lure them 
in. When it's your turn again, go for the glory. 
Bring your whole party to focus upon her 
directly and spare no energy in attacking. 
Use all your best skills to wipe out her 

nearly half a million hit points. 


If you're having trouble with this map, 
consider tossing the girls out onto p 
one of those isolated panels and hit í 
them with long range attacks while A 
outside her attack range. If your 
attacks do no damage, try boosting 
your attackers with braveheart or 
Magic Boost. 


pncentratë 

tbe otber d 
st or Éhe’ll 
your bebí 


When it's all over, you'll have a 
new member of your party and a 
new friend. 


enemy data Ì 
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900,000 HL 225,000 Exp Rank 29-39 Item 
950,000 HL 237.500 Exp Rank 29-39 Item 
En 1,000,000 HL 250,000 Exp Rank 30-39 Item 


battle tactics AN \ 


Hey, it's another one of those 

maps where they're quarding the : 
entrance to something. Wonder | of, 
what it is? Let's find out. 


Start by bringing one character out 
of the base panel, moving them off 
to the side and ending your turn. 
This will draw the enemies close 
so you can get the first strike in. 


1. bring someone out 
of tbe base panel, move 
tbem to tbe side, anò 


Bring your entire party out and 
have them attack the 

flamberg. He's got 4 

Á more than 200K HP. /) en 
Hopefully, you're SW j 
- strong enough to take 
Ë him out in your first \ \ 
ld turn. If not, he's going to do 5 le 
a some Astral-damage to you d SPECIALE 
Á en in a big way. 
TE 2. sbow no mercy. tbey 
say tbe pen is migbtier 
tban tbe sworò. í say… 


After he's gone, the two chimera 
will do their dirty deeds to your 
party and you should return 
the favor in full. 


enemy òatc 
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1,200,000 HL 300,000 Exp Rank 32-39 Item 

1,300,000 HL | 325,000 Exp Rank 33-39 Item 

6-9 | 1,400,000 HL | __350,000 Exp Rank 33-39 Item 
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battle tactics 


Whoa. This girl has got some major 

power and some really cool equipment(!). 
However, you won't be stealing any of her 
stuff unless your rogue is the Lord of Thieves 
himself (No, there isn't really one in the game.) 


The enemies won't come to you unless 
you're within their attack range, so the old 
trick of bringing someone out around the 
base panel and ending the turn to lure them 
closer won't work. You can still do it, but 
you'll need to be tough enough to 

take a major wallop from the Witch 
Majorly. So, either do that or start 
throwing very strong characters 

over to meet her. With nearly three 
quarters of a million hit points, shell 
take a trouncing and keep on, ummm.… 
bouncing? 


Her prophet consorts will most likely keep 
themselves busy casting enhancements 
on each other, so don't worry about them 
til the end. 


When it's over, you'll have YANF (yet 
another new friend). 
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battle tactics 


You can access this stage from Episode 10 onwards, after 
you've passed 20 “Make Enemies Stronger” proposals. 


This stage is built from the ground up to be a death trap. On 
one side of the map, there’s an Ally Damage 80% covering 
nearly every panel, and on the other it's an Enemy Boost x3. 
No matter what you do, you can't simply destroy a Geo Symbol 


here without making things worse than they are already. In 1. start by getting a 
order to get out of this trap you need to get one of those character to throw an 
Ally Damage symbols onto the green Geo Panel — ally damage symbol bere. 


area, and then tower-throw your strongest 
character over there to destroy the Enemy 
Boost symbol. Accomplishing that on the 
first turn will get rid of both the 

Ally Damage and Enemy 

Boost effects without 

making a mess of things. | 


The enemies are all | EEN 

level 2000, but they're a We ‘ 2 tben bring out a 
piece of cake compared to y character to tbrow it 
Zetta. Each turn, Zetta will « 


across tbe chasm. 
randomly warp to one of four n 
open spaces on either side 

of the map and unleash a ton 

of damage upon any of your 
characters who are nearby. Stop 
him from warping around by 
using a fist skill to knock him off 
the panel he’s standing on. You E) - 
should steal his very valuable ( sr 
and rare equipment to make 


him easier to kill. tbe blue symbol anà 
‚_ Bestroy it. 


\ ’ 
3. finally, tower-tbrow 
a strong character to 


\ 


\ 
enemy data EN 
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battle tactics 


Check it out — another seal, and 
this time it's guarded by some 
creatures who look strangely 
familiar. Yes… except these quys 
are quite a bit beefier than the last : 
group we ran into. Not to worry. If we're A Ps 
here, that means we've got more beef mei iini 


than a fast food joint. 1. use one character to 


lure them closer even 
tbougb you’ll take 
some Òamage. 


Our old trick to lure the enemies 
closer doesn't quite work here, 
either, because you'll be within 
at least one of the enemies’ 
range no matter where 
you end your turn. If you'd 
: prefer to take damage with 
just one ally rather than a 
pp group of allies, go ahead and 
ú do it anyway. 


Á en When it's your turn again, 
ek, show these wimps that you're Ie \ 2. you're so tougb by 

going to barge your way right past Le | now, these guys seem as 

their worthless seal whether they're | enb run ann GE 

in the way or not. You are the most ú 

powerful being in this realm or | 

any other, and you don't stop for 


anyone. Right? 


enemy data 
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battle tactics 


This is it. This being is the most | | on ve ond 
powerful, scariest, and just , 
plain biggest enemy we've ever NS 


encountered. | 
He's got a whopping 3M HP. 
(M=million..) 


You may wonder if we really want to lure 

this giant closer, but yes, we really do. Bring a 
character out of the base panel, move them to 
the side and end your turn. If you can manage 
to steal his Super Robo Suit at some point, that 
will go a long way toward victory. 


Gather your entire party around him and hit 
him with all you've got. If you're not strong 
enough to take him out in the first turn, he'll 
use some nasty sword skills that can take out 
allies instantly. Avoid grouping your allies or 
he'll use his Gran Sword mutli-panel attack to 
wipe out the bunch of them. When he's gone, 
it's over. You win. Sheesh, he was gnarly. NE 
Wonder what kind of Prinny he'd make! | 


2. spend tbe time 
to level up anò yc 


enemy data B 
Lvl Name QTY APR EXP HL Weapon Accessory 1 Accessory 2 Accessory 3 


4000 9149814 | 120,150,045 SuperRobosut| || 


6000 [ Uber Prinny 14,475,434 |_270,225,045 | Nemesis Mk. Il | Prinny Costume 


The Extra Areas that are available to you during Etna 
Mode are the Cave of Ordeals, Alternate Netherworld, 
Beauty Castle, and Baal's Castle. They are mostly 
unchanged from Laharl’s scenario, except for one 
important difference: all the enemies’ levels are 
inflated to a spectacular degree. The level increase is 
five times what it usually is, plus an additional 60. This 
also means that all those extra bosses will be at level 
9999 during Etna Mode, which makes these stages 
very difficult, but also the best place in the game to 
train all your characters. 


Since you can also increase enemy levels further 
by passing those proposals in the Dark Assembly, 
you can inflate the levels of enemies in these stages 
to 2500% plus an additional 100. Cave of Ordeal 3 is 
by far the best places to level up in the entire game if 
you're playing in Etna Mode, because the Demonhall 
Mirror is not available during Etna'’s story. 


its strongly recommended that you defeat Prinny Baal 
in Laharl’s story before trying to take these stages on, 
as that will put you at the right power level to easily clear 
the Extra Stages in Etna’s story. Make sure to leave the 
Yoshitsuna, Super Robo Suit, Hyperdrive, and Prinny 
Costume in the Warehouse before you finish Laharl’'s 
story, and equip those items to a Samurai, who will be 
your replacement for Laharl. There's a twist in the fight 
against Baal that is completely different than Laharl’s 
version, which means its a whole lot harder than 
before. If you win, you'll get a special ending for Etna. 


1. tbere are a few extra 
areas you can unlock 
Òuring etna’s scenario. 


2. gou’II notice that all 
tbe enemies can bave 
tbeíir levels inflated by a 
buge amount. 


‚£ 
” 


Ne 
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battle tactics 


If you try to power up multiple characters for 
this stage, you may be wasting a lot of effort. 
it's difficult to take down all those Geo Symbols 
without being swarmed by cloned, triple- 
boosted Baals. 


With the Hyperdrive, on the other 
hand, you can take this stage on with 
a single character. Take advantage of 
the Hyperdrive’'s warping capability to 
move around the corners of the map, 
and use the Yoshitsuna’s long range 
to knock out the Geo Symbols in Nrs 
this order: Clone, Enemy Boost x3, _ en 
No Lifting, and finally Silence. ta] 


Once those Geo Effects are gone, bring 

in two Level 5100 Thieves to nab Baal'’s 
Equipment, weakening him further. You 

can simply ignore the Prinnies around the 
map and attack Baal with everything you've 
got. If your stats are above 1,000,000 you can ET 
without being ‘bronst 


defeat Baal by using hit-and-run tactics. eme « 
> suited up. 
enemy data 6 
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battle tactics 


Even though it may seem like these promotion exams are 
just a matter of your stats versus their stats, in reality, there's 
actually quite a bit of strategy involved. Often times 
you'll be taking these exams with characters who 
are weaker than those you are facing. 


For most of the early exams, It's best to let 
only one enemy at a time attack you. The 
damage multiple enemies do to you will 
accumulate until you are wiped out. 
You're on your own in here, so you 
won't have anyone else you can 
pull out of the base panel to 
come heal you. Bring lots of 
healing consumables! 


Pp of 
anò JUC 
ust ital it tollire 
bim over. \ 


Start by checking the range 
Ä of the enemies. Move your 
4 character to a panel that is one 
Û space outside their movement 
Á ki range and end your turn. The one 
rk, single enemy that you checked 
will come over. 
Attack, eliminate, 
heal, repeat. 


move to ® \ 
my and c 
Age, same c 
Erst. repec 


K bis 
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battle tactics 


We'll walk you through this one step-by-step, so there 
can be no doubt about what you should be doing. Start by 
positioning your character on the raised platform 
to the left of your starting position and end 
your turn. An enemy will approach you and 
attack. When it's your turn, attack him and, 
if you don't eliminate him with one 

hit, move away to the left and 

end your turn. Hell come 

and attack. Do your stuff. d FE # 

Once he's gone, heal as f Jl 

the right of your initial starting A 

position. End your turn and Pi 
another enemy will come over to attack (4 TOTAL DAMAGE “0 
you. Do the same to him as you did to 
the last enemy. Don't move forward 
after attacking or the third enemy 


needed and make your way 
back to your starting position. 

may come and attack you before 
you have a chance to heal. 


Annis 


This time, place your character 
on the panel one space to 


When you're healed, move to the 
space in front of your initial starting 
position, end your turn; repeat. 


enemy data 
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battle tactics 


Start by checking the movement range of the hobbit to the 
left. Place your character diagonally one space up and 

to the left of his furthest reach. This will ensure that 
you don't attract one of the other enemies 
before you're ready. End your turn and the 
hobbit will approach. Eliminate the hobbit, 
heal, and repeat the procedure on the 
right-most hobbit, and again with the 


e to thís position 


middle hobbit. vip bobbit over 

hnô eliminate bim. 
When it's time to deal with the wake 
gremlin, if you have an attack KN 


range of more than one space, 
you can get the first hit in on him, 
but you'll need to approach him from 
} the far right side. Move all the way to 
the right and end your turn while you're 
jp two spaces from his furthest range of 
KS movement. When it's your 
Á n turn, move in and attack 
him with your long 
range weapon. If you 
have only a single 
space attack range 
and a MV stat of 5 or 
less, he'll get the first 
hit on you and probably 
poison you. 


enemy data | Û | 
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battle tactics 


You probably don't want these two fellows attacking you both | „td 
at once. They have a tendency to paralyze you so you can't S 
move, and that's no fun. Be sure to have some Faerie Dust in 
inventory to deal with this. 


Check the movement range on the left enemy and pick a 
spot to move to that is well out of range of the second enemy. 
End your turn and he'll come over to do his 

business to you. When he’s done, 

do your business to him. Keep an 

eye on your HP and use some 


healing items if you en en 
need to. 
ge gn, 

When p 
the first 4 Pre De: 
enemy is pn 
gone, try AN a 
to get the first hit in N ; R 
on the second enemy. If you omi 
have a MV stat of 6 or above 
(buy some nice shoes!) or an 
attack range of more than mi 
one space, you can hit him 
first. Otherwise, just end 
your turn within his range 
and he'll attack. 

| 
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battle tactics 


Start by luring the dark knight away from the other enemies 
so you can deal with him alone. 


Check his range, move your character to the panel just 
outside it and end your turn. He'll come over to attack. 
Duke it out with him mano-a-mano (or womano-a-mano as 
the case may be). When he's gone, it'Il be time to make a TOTAL DAMAGE=0 
decision about the nightmares. 


1. check movement 
The nightmares have a very long range xn tbe dark knigbt 


range attack. You may be able 4 and pim away from 
to get the first hit in on one est. 
of them, but then the other 
will move in and they'll both be 
whacking you. If you don't mind, 
head to the far right and approach 
- them as you did the last guardian 
in the previous exam. If you 
4 don't want to take them 
jj on both at once, check 
Á n S movement range of one 
ek, and end your turn on the 
side farthest away from the other. 
This way you can deal with them one 
at a time, but they'll get the first hit in 
on you (as most of the enemies 
have been doing anyway). 


s” 


enemy òata pr 
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battle tactics 


You can use the same techniques on this 
exam as you have been using up 
until now. 


Check the range on the first 


wraith, move your character to 

just outside their movement 

range and end your turn. The 

wraith will move away from the 

rest and you can eliminate them in 
peace. Repeat this procedure for the 
other two wraiths, healing as needed, 
replenishing SP as needed, etc. 


When you're all healed and full of 
SP, make your way over to the 
right side of the map. Use a few 
turns worth of moving to position 
yourself outside and below the 
ekim's farthest movement range. 
If you've got a MV stat of 6 or 
more, or you have an attack 
range of more than one space, 
you should be able to get the 
first hit in on him. If you don't 
take him out in one turn, he'll do 
a Golem Dunk or other mean 
golem-type things to you. 
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battle tactics 


Our tried and true technique of luring an enemy away from 
the rest does not work on this level. The 
enemies here will start moving around 
you as soon as you end your first 
turn. If you have long range attack 
ability, you might try to get the 

first hit in from far back. If you 
don't, you can still get the first hit in. 
Pull your character out of the base 
panel and move them to the left 
and out of range of the enemies. 
End your turn, and when it's your 
turn again, move away once more 
and end your turn. 


pen When they're within your range, go after 


the weaker centurion first. You'll be 
jp able to eliminate him sooner than the 
Ke stronger majin and reduce the number 
Á eten of enemies attacking you. torn de 0 


PS 

2. go after tbe weaker 
centurion first to reduce 
tbe number of enemies in 
less time. 


Once you've eliminated them 
both, go clean up the red skulls 
who are off having a little self- 
help seminar by themselves. 


enemy data 
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battle tactics : 


Past maps have had the enemies starting from further 
away. This time the enemies are arrayed around you. Dof ue 
They're pretty tough, too, so make sure you're leveled up 

to around level 65-70 before attempting this one. 


Start by attacking the enemy to the far right. PN: ss 
If you can't take him out in the first turn, WEE Ee se vo 
you'll still have another turn to attack him 

before the other enemies arrive. On your 

second turn, attack him and move into 

the corner afterwards. This will give 

you one more turn before the others 

are upon you. After eliminating him, 

move forward. At this point, all the 
enemies will be able to reach you | cf a 
and you'll have to pull through on & 

pure stats from here, with a little 


help from healing items. a 
If you can't make it through, emi 
go level up more and try 
again later. 

| 


o 
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battle tactics 


There be dragons here. They're all within range of attacking 
you, too, so get the first hit in on at least one of them. 


Send your character over to the dragon on the left 
and start working on him. When you end your 
turn, you'll have another chance to attack 
the dragon on the left before his buddies 
arrive. Hit him, then move as 
far left and forward as 
you can and you 
should be able to : Ee ore tbe otbers 
avoid the others. 
They have a MV 
stat of 5. If you are 
at 6, you may be able to repeat 
} this enough times to pull away from 
them long enough to heal if you need 
5 it. If you can take out one dragon this 
Ko way, you'll fare better when it's time to 
F k face the rest. 


\ 


When it's time to face the rest, it's 
down to a stat battle again. Have 
some powerful healing items ready 
for when you get low on HP. 


enemy datc 
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battle tactics 


These enemies stay put until you come within their attack 
range, so bring your character out of the base panel and 
move them as far to the right as possible. End your turn, then 
check the movement range of the nearest lilim. They have 
skills with an attack range of two spaces in front of them, in 
the shape of a “T” with the base at their feet, 
so as soon as you come within that area, 
they will attack. Make sure you don't 
accidentally attract more than one at 
a time. On your second turn, don't 
move away from the left edge of the 
map in thís area or another lilim will 
come over and attack. Attack the 
one lilim and afterwards move 
along the edge, backwards, 
away from the others. After 
eliminating the first lilim, repeat 
this with the other two. When 
they're all gone, it's time for the 
pimp daddy. 


Unless you have a MV stat of 
7, or a long range attack skill, 
you may not be able to get first 
hit on the neuntoter. It'Il be a 
pure stat battle with occasional 
healing on your end. 
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battle tactics 


Immediately move to the left and attack the left-most wight 
from as many spaces away as you can manage. This way 
you'll only have to deal with two of the wights at once (do two 
wights make a wong?) when you end your turn. 


Attack them again and move further left if you can 
to avoid the possibility of attracting ì 
other enemies. Once you've % \ WE 

eliminated those two enemies, ke pe two wigbts away 
move just close enough to one of tthe otbers and 
the remaining wights and lure him on tbem first. 
toward you, away from the other so you 

can work on him alone. Once he's gone, go 
right on over to the last one and take him out 
too. Now heal up and prepare to battle the 


heavy duty shaitan, the most difficult examiner 

ei you'll face. 

e p Try to get the first strike in on him. Use your Pr df Ee 
BE deadliest skills. Ahh, you know the drill. Attack eee 
Á Ik him until you're low on HP; heal; attack him 


some more. Work ‘em! 


nj 4 
ij Te 
d kde 
- > 


After this, you should have 
less trouble getting 
proposals approved in 
the Dark Assembly. 


(About time!) 7 Ee 
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rl ) 4 A: The listing of the item category in the Item Record Collection. 
st B: The formula for determing the base damage the weapon inflicts. Be 
C: The possibility of a team attack if other characters are equipped with a weapon. 

D: Whether Weapon Mastery or Level Mastery has an effect on the item. (see page 36). 

E: Suggestions on who the best characters are to use this item. 

F: “SR” is the earliest Shop Rank you can purchase the item at. “IR” is the Item Rank. 

G: The item's name. 

H: The stats of the item and any specialists that inherently come with it. 


l. How to find the item: S means to steal, B xx-xx are the stages’ Bonus Ranks, P means 
it's awarded by other means. 


J: Whether you can find “C”ommon, “Rare, or 
“L”egendary versions of the item. 


K: The base price of the item. Specialists and 
item levels will increase the actual price. 
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Find: | _S* | Etoile: Steal from an ltem God in the ltem Worlds of either an Infernal Gun or an Etoile 
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Staff of Sorcery: Talk to Gargo during Episode 8 in the Overlord's Castle 


S En Staff: Steal from an Item God in the Item Worlds of either a Galactic Staff or an Omniscient Staff 
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Lucifer Force: Acquired when Priere joins. 


Nyanko Soul: Acquired when Marjoly joins. 


Nyanko Soul: Steal from an ltem God in the ltem World of a Nyanko Soul. 


Nemesis: Steal from Tyrant Baal, or steal from an tem God in the Item World of a Nemesis. 


Nemesis Mk. II: Steal from Prinny Baal. 
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Best Characters to Use 
All Story Characters, Brawler, Majin, Ninja, Samurai, Rune Knight, Archer, Skull, Mage, Healer, Strider, EDF Soldier, Angel, Thief, Monsters 
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Find: 
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Common Orb: Prize for having 50 or more total SP recovered at the Hospital 


Psyche Orb: Prize for having 200 or more total SP recovered at the Hospital 


Dark Orb: Prize for having 500 or more total SP recovered at the Hospital 


Blood Orb: Prize for having 1,000 or more total SP recovered at the Hospita 


Star Orb: Prize for having 2,000 or more total SP recovered at the Hospital 


Moon Orb: Prize for having 5,000 or more total SP recovered at the Hospita 


King Orb: Prize for having 10,000 or more total SP recovered at the Hospital 


Holy Orb: Prize for having 20,000 or more total SP recovered at the Hospita 
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Chaos Orb: Prize for having 50,000 or more total SP recovered at the Hospital 
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Muscle Brawn: Prize for having 100 HP or more total HP recovered at the Hospital 
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Muscle Hustle: Prize for having 400 HP or more total HP recovered at the Hospital 


Muscle Spirit: Prize for having 1,000 HP or more total HP recovered at the Hospital 


Muscle Fight: Prize for having 2,000 HP or more total HP recovered at the Hospital 


Muscle Ace: Prize for having 5,000 HP or more total HP recovered at the Hospital 


Muscle Victory: Prize for having 10,000 HP or more total HP recovered at the Hospital 


Muscle Dream: Prize for having 40,000 HP or more total HP recovered at the Hospital 


Muscle World: Prize for having 100,000 HP or more total HP recovered at the Hospital 


Muscle Star: Prize for having 200,000 HP or more total HP recovered at the Hospital 


Specialist Find Rarity Price | 
Oe slLen Pelele lef on 
s[azs fefofe|ef AOM 

Rom | 
es = 100,000 HL 7 
EEE 
aazofefef ef} 500000 
BEEN [ce 


Jm 
En 
WE: 
Ee 
hee 
En 
En 
El 
En 
El 
En 


| 
@ 
5 he En 


Best Characters to Use 
All Story Characters, Brawler, Warrior, Majin, Ninja, Samurai, Strider, EDF Soldier, Angel, Monsters 
Jm Rng Specialist Find Rarity Price 
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Horse Wiener: Steal from the Zombie on your first visit to Stage 7-5. 
EN Mahogany's Brain: Steal from the Zombie on your first visit to Stage 7-5. 
e= Hercules's Body: Steal from the Zombie on your first visit to Stage 7-5. 


Pt! ee Crowdia's Beauty: Steal from an Item God in the Item World of Crowdia's Beauty. 
Myao's Cat Ears: Acquired when Marjoly joins. 


__ Myao's Cat Ears: Steal from an Item God in the ltem World of Myao's Cat Ears. 


Gao's Guts: Acquired when Marjoly joins. 


Gao's Guts: Steal from an Item God in the ltem World of Gao's Guts. 


Crowdia's Beauty: Acquired when Marjoly joins. 


Sn Astro Suit: Steal from Astro Carter, or from an ltem God in the ltem World of an Astro Suit. 


| s* | Prinny Costume: Steal from Prinny Baal. 
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Imperial Seal: Prize for having recovered a total of 200 HP 100 SP and 5 Deceased or more at the Hospital. 
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Dark Rosary: Prize for having recovered a total of 700 HP 300 SP and 15 Deceased or more at the Hospital. 


Devil Ring: Prize for having recovered a total of 2,000 HP 1,000 SP and 40 Deceased or more at the Hospital. 


Feather Token: Prize for having recovered a total of 5,000 HP 2,000 SP and 70 Deceased or more at the Hospital. 
Sofia's Mirror: Prize for having recovered a total of 10,000 HP 5,000 SP and 110 Deceased or more at the Hospital. 
Pravda Necklace: Prize for having recovered a total of 40,000 HP 10,000 SP and 160 Deceased or more at the Hospital. 
Royal Ring: Prize for having recovered a total of 100,000 HP 20,000 SP and 220 Deceased or more at the Hospital. 
Testament: Prize for having recovered a total of 200,000 HP 50,000 SP and 300 Deceased or more at the Hospital. 


Testament: Prize for having checked Etna's diary on every episode during Laharl's Scenario. 
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Testament: Steal from the Last Boss ín Lahrl's Scenario, or from the Prinny God in Prinny Land 3. 


Arcadia: Acquired when Priere joins. 
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Arcadia: Steal from the Item God in the ltem World of an Arcadia. 
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Opened Drink: Acquire after consuming an Unopened Drink. 


Caterpillar Egg: Prize for recovering a total of 5 or more Deceased from the Hospital. 


Charred Newt: Prize for recovering a total of 10 or more Deceased from the Hospital. 


Rooster Blood: Prize for recovering a total of 25 or more Deceased from the Hospital. 


Snake Kidney: Prize for recovering a total of 50 or more Deceased from the Hospital. 


Bat Soup: Prize for recovering a total of 80 or more Deceased from the Hospital. 


Frog Sweat: Prize for recovering a total of 120 or more Deceased from the Hospital. 


\lmmortal's Pill: Prize for recovering a total of 170 or more Deceased from the Hospital. 
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Dream Hand: Prize for gaining 10% each time on the overall ltem Collection record. 


Mr. Gency's Exit: Acquired before entering Stage 3-1 for the first time. 


Mr. she s Exit: Also found in the Bonus List on every 10th floor of any Item World. 


ency's Exit” on the DS version. 
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A: Lists, the Name/Class, Gender, and where you can first meet them. 
B: The base cost to create or transmigrate the character. 
C: Decribes any traits a character of this type possesses. 


D: Indicates the throwing range, amount of Skill Exp using a unique skill, and the rate of 
gaining levels being fast (4), normal (5), or slow (6) 


E: The factor that determines how much Exp or HL you get from defeating this character 


(see page 271). 
1 ál F: Indicates a class tier's name and level restriction for the other tiers. For monsters, the 
Ver best place to rack up 30 kills is listed. 


G: Lists how many “Counter”attacks the character can execute, panels they can move, 
and height they can jump up within a single turn. 


H: The Base Stats of the character influences their growth rates. The Aptitude is how 
much of an item's corresponding stat is added to the character. 


l. Mastery lists how many points are added to a character’s Weapon Mastery 
gauge. Skill Exp is how much is exp is added to that corresponding weapon's 
skill. Staff Skills are associated with Magic. (See page 264) 


J: Lists the resistance values and any immunities to 
temporary status effects. 


K: Lists the skills name, level its learned at, SP Cost, 

Power rating from E (Weak) to S (Strong), Type 

& Effects, and vertical restrictions for the skills 
Attack Zone. 


L: Attack Zone color code: Light Green = Skills user, 

Dark Blue = Target area, Yellow = Required Space, Light 
Blue = Affected target, Dark Green = Skills user moves to 
here, Tan = Target anywhere within that range. 


-[ recruitable characters }- P We 


A" 
4 
Name Class Type Gender Joins with Laharl Joins with Etna 
Ts nn Kmenel 
Transmigration Throwing Range Skill EXP LV Curve Exp HL 


Weapons Fist Sword Spear Bow Axe Staff Effects 
TEN ENE JEE ess 


Skill 1 Learnedat SP Cost did Skill 2 Learnedat SP Cost 


Overlord's Wrath Level 20 40 


Power Type 


Skill 3 Learned at SP Cost 


auoz HIeHY 


EENES Srál4 Learnedat _ SP Cost 
E 


> 
st 
5) 
o 
5 EEEN 
e 
pe 
® 


Name Class Type Gender Joins with Laharl Joins with Etna 
Vassal/ Jobless Starts as Jobless 
Transmigration Throwing ie Skill EXP LV Curve Exp HL 


MN NN NNC 
Ee Ke Stats INT SPD HIT RES 


Weapons Fist Sword Spear Bow 


Skill 1 Learned at SP Cost Es EEE ee gaenmceat 
ENEN | MOET 2E Ean 
Power Type DN EEEN Type Omen mn nnn 
Je S TEEEEEENE ld S EENS EENE 
ATK De _C | INT/DPR | ESE SEsEns 
Skill 3 Leamedat _SPCost p EKL Leamedat _SPCost > Benda 
nnn EN EN EN 570: 

A A 
NEE B BEE Power Type _ Vertzn. N ERRREREEE 
5 EEEN HERE Ss Gennadi 
SE: EN EN EN 5557000: 
Be Emi ie EE) EI ED hen 


219 


Type Joins with Etna 


Name Class Gender Joins with Laharl 
Clear Episode 2-4 Clear Episode 3-5 
Transmigration Throwing dels Skill EXP LV Curve Exp HL 


TO NN 
Stats HIT RES 


Fist Sword En Bow Gun 


s C nt, 
re, Counter 


100% 


Jump 100% 


Weapons Staff Effects PSN FGT 


Skill 1 Leamedat _SPCost p Skill 2 Leamedat _SPCost > Sessa 
ETEN EN € ian HE 
Power Type Vertzn. B Power Type VertZn. DJ Gnoes 
de 
INT/Heal INT Bup 4dn asmsasmsr 
ee Skill 3 Leamedat _SPCost > Skill 4 Leamedat _SPCost > Bam nim am 
5 5 5 EENENENE 
ë  Emmannnnt 
ak 5, EEEEEEENN 
Bin EEE 

= = 
® > mmm EEE 
EE EN END 


NEIL Class Type Gender Joins with Laharl Joins with Etna 
Clear Episode 3-4 Clear Episode 2-4 
Transmigration Throwing Range Skill EXP LV Curve Exp HL 


A 


Counter | 


Ren DPR Ie 
ma 


pen, d kj 
hi 


Ni 
ke 
« pd 
| 
i 
fi Is EN 
ie 
Ï , 


Skill 1 


MI Spinning Slash 


Ea 


Learned at 


Learned at 


SP Cost 


SP Cost 


auoz Hoep 


auoz Hoep Y 


Learned at 


Learned at 


SP Cost 


SP Cost 


12up, 12dn 


auoz Hoen 
gages dn ERMEER 


aUOZ Ie 


ME vee ten Jelle 
An nn 


Skill 2 


Move Ie Zn 
Weapons Fist Sword Spear Bow Gun Axe Staff Effects PSN SLP PAR FGT DPR 


Name Class Type Gender Joins with Laharl Joins with Etna 
ET 


Transmigration Throwing Range Skill EXP LV Curve HL 


| Counter Ì 2 
Move 

Wesson Fist Sword Spear Bow Axe Staff Effects PSN SLP PAR 
menno KEEEKEEEEE 
sma ||| ||| {0 nme || 


Skill 1 Learnedat SPCost > ERRNENNER Skill2 Learnedat SPCost > EENNENEES 
_ _ . SEN NEN Ss Hennen 
Chaos Fire 18 RLM Chaos Swa evel 15 38 5 EEEN EENE 

P Type _ Vertzn. N ummmmmmmn NEmmn mean 

ower 5 
ds S Banaan S vanme 
n INT/Fire > mann Nan TH 
sisi lele Emm BRB 

Skill 3 Learnedat SPCost > immmmmmmm  Skil4 Learnedat SPCost > ummmmmmn 

_ | 5 EEEN OENE . 5 deman 
Chaos Force 64 Nm Mi 88 Sman mn 
Tr Vertzn. Sakmem ERE  P NEER Ems 
e e n. ower 

ze S EEEN OENE S emmen 
EN reen Sanana 
Rn HEE EN EE 

Name Class Type Gender Joins with Laharl Joins with Etna 
Clear Episode 9-5 mn 

Transmigration Throwing Range Skill EXP LV Curve Exp HL 
EE EN EN 
Counter Stats 


Jump RE EE BELLEN 100% | 1 100 tooss | roe Î teus Î oo 

Weapons Fist Sword Spear Bow Axe Staff Effects PSN 
NN EE EE ET 
EEN KEN CN KCH CN EN EN CN CT 


Skill 1 Leamedat _SPCost > aannnnn Skill 2 Leamedat _SPCost > gegnaasnn 
Gordon Spark a 20 MI 
B 7 N 5 imnnonnnt 
ower e 

: mm Ken EE 
| ou on BSE 
Skill 3 Leamedat _SPCost > ENNENNES Skill4 Leamedat _SPCost > linie 
Sn EN EN EN 
2 EEEN NNN S EEENEEENE 
Jr eenen 
ERE ls S amnnmanmt 
Bd Mi 
sessie Ssst 

Name Class Type Gender Joins with Laharl Joins with Etna 
Sidekick Clear Episode 95 | 

Transmigration Throwing Range Skill EXP LV Curve Exp HL 

4 Across, 29dm zij EE 


Counter | 2 Stats 

Move Be Teter te 

TE Fist Sword Spear Bow Gun Staff Effects PSN 
ANN _ EEEEENEN 
ETEN EEN KCM ECN KCH ECN CN EN A 


5 


oo 


Skill 1 Leamedat SPCost > ummmmmmmR  Skil2 Learnedat SPCost > Hummmummn 
ma 7 7 5 BEREN NNE 5 EEEN ENN 
SEEN MKE € 55 in En 
Power Type Vertzn. > SEEEEEENE N mmm 
mn : gmmmnnmen > gmmmmnmnn 
SESAR EES 

Skill 3 Leamedat _SPCost > ENE Leamedat _SPCost p lennie 

EEN EEE mmm en nn 

Power Type VertZn. 5 SEREEN Power Type VertZn. 5 SEREEN 

yp 5 BER EmEEEn di S ann 

Ark SE NN EN EN <05: 
BEEIEEEEEE OEE ES EWE 


221 


Gender Joins with Laharl Joins with Etna 
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Notes 


Red learns Fire, Green learns Wind, Blue learns Cool, Prism and Galaxy learns all. 
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Learned by Star and Galaxy Mages. 
Learned by Star and Galaxy Mages. 
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Effect fades 15% after every turn. 
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-[ secret endings }- 


an game 


Disgaea : Afternoon of Darkness 
(ENGLISH VERSION) 


Disgaea has eight potential endings, depending on your en TEAM 
actions during the game, and here's how to trigger all eight PR a) 
of them. NE cen 
Good Ending: Play through the entire game without rig EE 
accidentally killing a single ally. You can't just strive for Tätsuva Izumi 


perfection to trigger this ending; you have to achieve it. 


1. tbere is more than one 
Flonne Tragedy: Kill 50 or more allies by Episode 3 (Dinero ending to tbe game. 


Palace/Lavish Hall), and select “Kill Hoggmeiser.” 


Etna Heroine: Kill 100 or more allies by Episode 5 
(Jotunheim/lce Queen), and select “Kill Maderas.” 


Overthrowing Earth: Clear the map Human World/EDF 
Headquarters. 


Mid-Boss: Lose to the Mid-Boss in Episodes 1, 4, 6, or 10. 


Laharl has earned the title 


Bad Ending 1: Use “Persuade by Force” 100 or more times ais 
in the Dark Assembly. 


Bad Ending 2: Defeat the Item God in Item World B100. 


2. special enòings 
come from doing 
Normal Ending: Play through the game without fulfilling special tbings. 


any of the conditions for the Good or Bad Endings. 


You can fulfill the conditions for the Good Ending and one or both Bad Endings, in which case you 
receive the Good Ending. If you fulfill the conditions for both Bad Endings, you receive Bad Ending 1. 


etna mode 
Beauty Tyrant Etna: Defeat Baal during Etna's Story. 


he | -[ the record Keeper |- 


The “Save Shop” has a few noteworthy secrets on 
hand. You will get a Dream Hand every time you fill 
out 10% of the item collection record. If you manage 
to collect every item, and all the rare variants thereof, 
then Laharl will get a new Class Title. 


If you view the Netherworld Data you can see the current 
number of Friendly characters you've killed. This handy 
little statistic is great for keeping track of what ending 
you're about to get. 


-[ stealing }- 


Stealing items is very important if you wish to collect every | 
item in the game. Here's the secret formula that determines 
how successful you'll be when trying to steal an item. ! 
Note that Thieves have a minimum stealing percentage of 
1% and a maximum of 99%. All other characters’ stealing * 
chances range from 0%-50% 7 


Goenon 


For Thieves: Steal % = (Lv *2+H + 25) - (E + R) N 
For Others: Steal % = (Lv + H/2) - (E + R) * level 


Lv = The Level of your character. 
H = The HIT stat of the Hand item. 
E = The Enemy's Level 

R = Rarity modifier: \ ® 
Common = ltem Rank * 3, Rare = Item Rank * 3 + 10, eg 


« Ik 25 


Legend = Item Rank * 3 + 30, Rarity 0 = Item Rank * MT 
INS 


3 + 100 


-[ secret items }- 


There are a number of secret items to be had throughout the game. . 


Mr. Gency’s Exit « Episode 3 * Overlord's Castle 
Talk to the Dimensional Gatekeeper. 


Staff of Sorcery * Episode 8 * Overlord’s Castle 
Talk to Gargo. 


Vile Brilliance * Episode 11 * Overlord's Castle 
Talk to Manty. 


Ohhhht 
| Sd Finally. a warrior worthy of being my master! 
‚dad 


Diabolic Sword * Last Episode * Overlord's Castle 


1. extra me 
Talk to Ghoss. atcensel: ier 
Testament « Last Episode * Etna's Room (see next certain pwoposd 
heädina) dark asse 
Read an entry before the end of each Episode up to Episode 13. ë 


Longinus * Overlord’'s Castle 
Any character must have a spear Weapon Mastery of 25 or higher. Enter ie 
Dark Assembly, then exit and talk to Longinus. 


God's Hand * Cave of Ordeal 
Clear the Cave of Ordeal 5. 


Hyperdrive * Item World B100 JN 
Defeat the Item God 2 in floor B100 of a Rank 40 item without leaving. «A 


_ 


=[ etna’s room }- 


Go behind the throne in the throne room and press the Stolen Hemories 
action button to discover a hidden switch. Select “Yes” to Keen 
press the switch. Now walk to the skull on the counter of 
the Rosen Queen Company and press the action button to 
discover a second hidden switch. Again, select “Yes.” Now 
enter the room with Ghoss, Gargo, and Longinus. Go to the 
lower floor and walk into the upper corner, above Ghoss 


1. etna bas been heep- 
and Gargo. Press the action button to enter Etna's secret ing a êiary of ber secret 


chambers. tbougbts anà feelings. 


psp ö òs only 


If you unlock Etna’s Room and visit it at any time during her 
story, you will find a button code: Q©©@@ © on PSP 
and X,Y‚B‚X,Y,B,‚A on DS. If you push those buttons on the 
title screen while the cursor is over “New Game” you will 
begin an easier version of Etna's Story. The enemies during TEE 
Etna's Story will have their Level Boost removed and start s 

off at Level 1 instead of Level 65. 


3. press these buttons in 


Òs onl tbat order when starting 
î . Ea . a new game for an easier 
Not really a secret since we talk about it earlier in the guide, etna’s story. 


but to unlock Plenair all you have to do is start a New 
Game. Isn't that cool? 


-[ extra maps }- 


En Prinny Land 
K Á Pass the proposal “Prinny Land” at the Dark Assembly after Episode 9. 


AAE Cave of Ordeal 
N Pass the proposal “Cave of Ordeal” at the Dark Assembly 


Human World 
Pass the proposal “Human World” at the Dark Assembly after Episode 13. 


Alt. Netherworld 
Pass the proposal “Alternate Netherworld” at the Dark Assembly. 


Baal Castle 
Clear Alternate Netherworld and The Mysterious Seal. 


Beauty Castle 
Pass the proposal “The Mysterious Seal” at the Dark Assembly. 


-[ experience anà bell }- 


Trying to figure out how much Exp and HL anything in 
Disgaea can be hell (pun intended), since the game doesn't 
display this information to the player. While we have made _ / 
an effort to show how much each enemy is worth duringa 
normal play-through so that you can compare the amounts ® > 
gained to other enemies for levelling purposes, we can't show © 
you all the different amounts when those enemies’ levels 
change. So here's a trick of the trade we'll share with you, 

as it's something we used to determine those amountsinthe @. 
walkthrough. 


Exp Gained = (N * 0.02 * Exp + 6) * Bonus 


N = Amount displayed in the Enemy's “NEXT” Row in their 
status box. 


Exceptions: For Prinnies: Divide NEXT by 0.8. For Great Vyrm, 
Vampire, Kitcat, Dark Cannon, Geo Symbol, Alt. Overlord, True ke ek 


Overlord, and Princess: Divide NEXT by 1.2 Se 
Exp = The Exp Value of the class listed in the Class Data Section & È 
Note: Item God (2)'s Exp factor is 50. SN RE 
Bonus=B*T*G*S 

Note: When multiplying these bonuses together, always remove en 
any decimals from your subsequent Exp gained answers before 
multiplying in any factor. That is, if the Boss Bonus yields a decimal 
in the answer, remove it before going on to the next factor. It also 


means that you must multiply the factors in the order given, oryou _- … 
may get some rounding errors. 


B = Boss Bonus. This value is usually 1.5 but there are exceptions 
such as Item Kings and Gods, which are 2 and 2.5 respectively. 
Some normal enemies are given Boss Bonuses, and the first seven 
fights in the Demonhall Mirror and Zetta have much larger values. If 
things aren't adding up, divide out all known bonuses until you're left 
with this value. It's always a multiple of 0.5. 


T = Triple Exp Proposal. This value is 3 if it's in effect; otherwise it's 1. 


G = Geo Panel Bonus. Awarded if the target is killed on such a panel. 
Starts at 1 and add 0.5 for every additional symbol on that colored 
panel. 


S = Specialist Bonus. Starts at 1 and add 0.01 for every point, up to a 
maximum of 4. 


HL Gained = ((Lv + 2)”2 + Lv + 2) * HL/10 * Bonus 

Lv = The level of the defeated enemy. 

HL = The HL Value of the class listed in the Class Data Section. 
Note: Item God (2)'s HL factor is 50. 


Bonus = Refer above for rules about adding multiplying in Bonuses. 


Naturally, the Triple Exp bonus doesn't apply. 
Mn 


